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ANALYSIS 



CONTINUED. 



Ctie Cunnfngtatn ^am&ft, 

WITH TWO fiACK GAMES : 

One on the Seventh Move of the Black, and one on the Eleventh 

of the fVhiU. 

1. 

W. King's pawn 2 squares. 
B. The same. 

2. 
W. K. b. pawn % squares. 
B. The pawn takes the pawn. 

3. 
W. K. knight to his bishop's 3d. 
' B. K. bishop to his king's 2d. 

4. 
W. K. bishop to the Q. bishop's 4tb. 
B. The K. bishop gives check, 
tot. II, B 5. W. 
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t philidor'8 analysis. 

5. 
W. The knight's pawn interposes. 
B. The pawn takes the pfiwp. . 

6. 
W. The king castles. 
B. The pawn takes the pawn^ and gives check 

7. 
W. The king to his rook's square. 
B. K. bishop to his 3d square (a). «&9 

8. 
W. K. pawn 1 square. 
B. Q. pawn 2 squares (6).^ 

9. 
W. The pawn takes the bishop. 
B. The knight takes the pawn. 

10. 
W. K. bishop to the Q. jknight's 3d. 
B. Q. bishop to his king's 3d. 



(a) If, instead of playing this bishop to his third square., 
he had played him to his king's second sqiiare, you would 
have won the game, or gained a decisive adyantage in p few 
moves. Vide the first Back.game. 

(b) If he did not sacrifice his bishop, you would certainly 
win : but losing that for three pawns, Ue must conquer by* 
the superiority of his pawns, provided he does not incon* 
siderately push them, without disposing his pieces for their 
support.— Philidor. But see the Vm'iatian on t}ie, second' 
Back.game.— Editor. 

11. w. 



THE CUNNINGHAM GAM'BIT. 4 

11. 

W. Q. pawn 1 sqaare {c). ^CrQ 
B. K. r. pawn 1 square (d), 

12. 
W. Q. bishop to his king's bishop's 4th. 
B. Q. b. pawn 2 squares. 

13. 
W. The Q. bishop takes the pawn close to bis 

king. 
B. .Q. knight to his bishop's 3d. 

14. 
W. Q. knight to the queen's 2d. 
B. K. knight to the adverse K. knight's 4th (c). 

15. W. 



(c) By pushing this pawn two squares you had given his 
knight a free entry into your game, which would have lost 
you the party still sooner than by the present course. The 
subject of the second back.game. But see the Variation on 
the back-game. 

(^Q This move is of consequence to him for ensuring th^ 
party ; because it hinders you from attacking his king's 
knight with your queen's bishop, afterwards to effect a sepa. 
ration of his pawns, by sacrificing a rook for one of his 
knights, — and this would have turned the game in your 
favour. 

(e) He plays this knight to take your queen's bishop^ 
who would be troublesome to him, were he to castle on his 
queen's side. It may be stated, as a general rule, That when 
the strength qf your game consists in advanced pawns, it 

B 2 becomes 



rjntiDon't A^NALrsit. 



15. 

W. The queen to her king's 2d (f). 
B. The knight takes the bishop. 

Ifi. 
W. The queen takes the knight. 
B. The queen to her knight's square (g). 

17. 
*W. The queen takes the queen (^ft). 
B. The rook takes the queen. 

18. 
W. Queen's rook to its king's square. 
6. The king to his queen's 2d. 

19. 
W. The K. knight gives check. 
- B-. The knight takes^ the knight. 



becomes proper either to exchange bishops or knights against 
the adverse bishops. The bishop can menace pawns, and 
block their way, more effectually than any other piece. 

(/) Knowing no expedient way to save your bishop^ you 
play your queen to replace him ; for if you had seated him 
at your king's bishop's fourth, to hinder a new enterprise of 
his knight, he would have pushed his king's knight's pawn 
upon the bishop, and made you lose the game immediately. 

{g) He offers to exchange queens to break the direction of 
yours,^ so that he may place his queen at her third square, in 
case you refuse to take hor. 

(h) If you did not take the queen^ your situation would 
be still worse. 

30. W. 
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20. 

W. The rook takes the knight. 
B. The king to bis queen's Sd . 

21. 
W. K. rook to the king's square. 
B. Q. kn. pawn 2 squares. 

22 
W. Q. b. pawn 1 square. 
B. Q. rook to its king's square. 

23. 
W. Q. r. pawn 2 squares. 
B. Q. r. pawn I square. 

24. 
W. The knight to the K. bishop's 3d. 
B. K. kn. pawn 2 squares. 

25. 
W. The king to his knight's 2d. 
B, K. b. pawn 1 square (ij. 

26. 
W. Q r*ok to its king's 2d. 
B. K. r. pawn 1 square. 

27. 

_ _ • 

W. The Q. rook^s pawn takes the pawn. 
B. The pawn takes the pawn. 

^gm^mmmm^mt0* tM\ ■ — BW^w— ■■III mmm^m^mmm ■ i i i , i h i ■ ^i i j > 

f 

(f) If he had pushed thid pawn two squares, you had galnei 
his queen's pawn, which would hare improTed your game. ^ 

B 3 28. W. 
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28, 
W. K. rook to its queen's rook's square. 
B. Q. rook to its own square (A:). 

29. 
W. The K. rook returns to its king's square. 
B. The bishop to his queen's 2d. 

30. 
W. Q. pawn 1 square. 
B. Q. b. pawn 1 square. 

31. 
W. The bishop to his Q. bishop's 2d. 
B. K. r. pawn 1 square (I). 

32. 
W. K. rook to its own square. 
B. K. rook to its 4th square (m). 



(k) Never resign the passages, nor suffer an opponent to 
double his rooksy upon an opening; accordingly, rather 
than suffer this, he proposes to change piece for piece. 

(/) He pla)'8 thrS) in preparation to push his king's knighf 8 
pawn upon your knight^ to force him from his position : but 
had he pushed his knight's pawn before playing this, your 
knight, vaulting to your king's rook's fourth, would faaye 
stopped the progress of all his pawns. 

(m) Had he given check with his rook's pawn, instead of 
playing thus, he woiild have acted contrary to the instruction 
,' given in the Jirai par^^ — VoL a. noie (xj, 

33. W. 
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33. 

W. Q. kn. pawn 1 square. 
B. Q. rook to its K. rook's square. 

34. 

W. Q. kn. pawn 1 square. 
B. K. kn. pawn 1 square. 

35. 
W. The knight to his queen's 2d. 
B. K. rook to its K. knight's 4th. 

36. 
W. K. rook to its K. bishop's square. 
B. K. kn. pawn 1 square. 

37. 
W. The rook takes the pawn^ and gives check. 
B. The king to his Q. bishop's 3d. 

38. 
W. K. rook to the adverse K. knight's 3d, 
B. The pawn gives check. 

39. 
W. The king to his knight's square, 
B. King's knight's pawn I square. 

40. 
W. The rook takes the rook. 
B. The pawn gives check, 

41. 
W. The king takes the kn, pawn. 
B. The rook's pawn makes a queen^ and gives 
check. 

B 4 48. W. 
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W. The king to his bishop's gd. 

B. The rook gives check at bisi K. bishop's 

square. 

43. 
W. The king to his 3d square. 
B. The queen gives check at the adverse K. 

rook's 3d. 

44. 
W. The knight covers the check. 
B. The queen takes the knight^ and given mate 
in a few inoves. 



The black pawns are conducted ia a masterlj 
manner on each wing, so as to lay a foundation 
for a benejficial result ; but the halting march of 
the white pawa> which CDnsumes the 33d and 
34th moves of the whitei seems to be a waste of 
a move at a critical period. 
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FIRST BACK GAME, 

TO THE CUNNINGHAM GAMBIT, 

On the Seventh Move of the Black. 

7. 

W. The king to his rook's square. 
B. K. bishop to his king's 2d. 

a 

W. The K. bishop takes the pawn and glides 

check. 
B. The king takes the bishop. 

9. 
W. K. knight to the adverse king's 4th square, 

giving double check. 
B. The king to his dd square ; anj where, h^ 

is liable to lose the queen. 

10. 
W. The queen gives check at her K. knight's 

4th (n). 
B. The king takes the knight. 

11. 
W. The queen gives check at the adverse K. 

bishop's 4th. 
B. The king to his queen's 3d. 



fnj You waive the capture of the queen, to force a mate. 

12. W. 
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12. 
W. The queen gives check-mate at the adverse 
queea's 4th . 



The station assigned to the bishop at the 7th 
move^ is as injudicious as the advantage taken 
of it is brilliant. The kiDg^ at the 10th move, 
should refuse taking the knight : the knight must, 
at the following move, assault both king and 
queen. The true difficulty and embarrassment 
of the black pieces will then be exposed. The 
mate may be delayed by sacrifices; but no 
variation can retrieve the step on which this 
back game turns. 



' SEQUEL 



THS GUMNINGHAM GA.MBIT. H 

SEQUEL 

TO THE FIRST BACK-GAME, pa. 9, 

Rawing how to playy in case the King refuse to^ take the 

Bishops 

a 

W. The king's bishop takes the pawD, and gives 

check. 
B. The king to his bishop's square. 

9. 
W. The K. knight to the adverse king's 4tb. 
B. K. knight to his bishop's 3d. 

10. 

k 

W. K. bishop to his queen's knight's 3d. 
B. The queen to her king's square. 

11. 
W. K. knight to the adverse K. bishop's 2d. 
B. The rook to its K. knight's square. 

12. 
W. K. pawn 1 square. 
B. Q. pawn 2 squares. 

13. 
W. The pawn takes the knight. 
B. The pawn takes the pawn. 

14. 
W. The bishop takes the pawn. 
B. Q. bishop to the adverse K. knight's 4th. 

16. W. 
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15. 

W. The queen to her king's square. 
B. Q. bishop to his K. rook's 4th. 

16. 
W. Q. pa\vn 3 squares. 
B. The bishop takes the knight. 

17. 
W. The Q. bishop gives check. 

B. The rook covers the checks 

18. 

W. The knight to the Q. bishop's 3d 
B. The bishop takes the bishop. 

J 9. 
W. The knight takes the bishop. 
B. The queen to her K. bishop's 2d. 

20. 
W. The knight takes the bishop. 
B.. The queen takes the knight. 

21. 
W. The queen takes the queen. 
B. The king^ takes the queen. 

22. 
W. The bishop takes the rook ; and wins the 
game. 
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SECOND BACK GAME, 

TO THE CITNUINGHAM tSlMBIT, 

On the Ekvauh Move of the fVhiu, pa. $. 

11. 

W. The Q. pawn 3 squares. 

B. K. knight to the adverse king's 4th. 

13. 
W. Q. bishop to the K. bishop's 4th. 
B. K. b. pawn 3 squares. 

13. 
W. Q. knight to his queen's 3d. 
B. The queen to her king's 3d. 

14. 
W. Q. b. pawn 3 squares. 
B. Q. h. pawn 1 square. 

15. 
W. The pawn takes the pawn. 
B. The pawn takes the pawn. 

16. 
W. Q. rook to its bishop's square. 
B. Q. knight to his bishop's 3d. 

17, 
W. The knight takes the knight 
B. The K. b. pawn takes the knight. 

18. W. 
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la 

W. The knight takes the pawn close to his king. 
B^ The king castles with his rook. 

19. 
W. The queen to her %d square^ 
B. K. r. pawn 1 square. 

30. 
W. Q. rook to the adverse Q. bishop's 4th. 
B. Q. rook to its queen's square. 

21. 
W. K. bishop to the Q. rook's 4th. 
B. K. kn. pawn 2 squares. 

22. 
W. Q. bishop to his king's 3d, 
B. The rook takes the rook. 

23. 
W. The knight takes the rook. 
B. The queen to her 3d square. 

24. 
W. The queen to the K. rook's 2d. 
B. The king to his knight's 2d. 

25. 
W. The queen takes the queen. 
B. The rook takes the queen. 

26. 
W.: Q. r. pawn 1 square. 
B. The king to his knight's 3d. ;; 

27. W. 



THB CUKMIKaHAM 0AHBIT. 15 

37. 

W. Q. kn. pawn 2 squares. 
B. K. r. pawn 1 square. 

W. Q. kn. pawn 1 square. 

B. The knight to his king's 2d. 

29. 
W. The ronk to the adverse Q. Bishop's 2d. 
B. The rook to its queen's 2d. 

30. 
W. The rook takes the rook. 
B. The bishop takes the rook. 

31. 
W. The king to his knight's 2d. See Variatim. 
B. K. r. pawn 1 square. 

32. 
W. Q. bishop to the K. bishop's 2d. 
B. The king to his rook's 4th. 

33. 
W. The king's bishop gives check. 
B. The bishop covers the check. 

34. 
W. The bishop takes the bishop. 
B. The king takes the bishop. 

35. 
W. The knight gives check at his king's Sd. 
B. The king to the adverse K. bi8hop'94th. 

36. W. 
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36. 
W. The king to his ropk's 3d square. 
B. The king to the adverse K. bishop's 3d« 

37. 
W. The knight to his K. knight's 4th. 
B. The knight to bis K. bishop's 4th. 

38. 
W. The bishop* to the K. knight's square. 
B. K. pawn I square. 

39. 
W. Q. r. pawn 1 square. 
B. K. pawn 1 square. 

40. 
W. The bishop to the K. bishop's 2d. 
B. The knight takes the Q. pawn^ and wins the 
party. 
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THE CUKNIHGHAU GAHBlT. 17 

Cunningham (S^ambit continueli; 

VARIATION BY THE EDITOR, 

IN THE PRECEDING BACK-Gi.HB OF PHILIDOR; 

On the Thirt^-JiTtt Move of the White, p. Ifl. 
POBlTIOllr or THE PIECES. 



31. 
W. 0. knigbt'a pawn 1 square. 
B. If the black take the exposed bishop, the 
TOL. II. • c white 
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white pawn will take the pawn^ ensuring 
a aueen : if the black take the offered 
pawn^ the white bishop makes prize of 
the bishop. In either case^ t{ie whites 
obtain a decisive advantage. 

r 

The leading moves of the wh^e, in this 
gambit^ were invented by Cunningham: the 
moves for bo|:h parties^ ol.jtbp two e^^amples in 
wjbich the sepon.d player winSi J>eginping »t the 
eighth move of the black, were modelled bj 
Fhilidob. The latter professor stjpposed the 
manner in which the former would meet a new 
opposition. There is^ however^ no authority 
tq imagine^ that the original author of thf^ 
gambit would have overlooked jthe opportur 
nity sei;ied in the Yarialion; his; penetration 
would, probably, have darted on an effectivje 
stroke still sooner. Th|& course of the whitcL 
a$ safe as it is enterprising, seems not to have 
been planned on a mistake, but thp impcsacfas 
mient of it. j 

The administration pf this justice to Cun#- 
NiNGHAM freshens the verdure of his laurels ik 
a much greater degree, than it detracts from 
PhiiiiIdor's. WhateveiT amateurs may owe 
that player, this is the only model that r^tain^ 
his name ; therefore any attack on it should bj& 
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4hh mare &^$amMi. ^he defects whii^fa a 4M- 
Tere seroiiay iiii|;ht discoTer in Piiiijbdftlf 
^XBXtuple^, he» no prcuportMm to Ihe bTtUji|Dt 
4£»d well-eal<atated eooibmalioai wkk vAaXb 
49i^aboiiD4. 

Tbete rtmains, fa be repeUedy a mhsequefU 
otikMpi io oiwihfOTio <hmnihghe^'^s fiagf in the 
^qck; devUxUm^y cut ihe seventh mo^y from our 
;firuffme. r 

W. . . - - - - 

B. Q. PAWN 2 SQUARES. Tftis dngU step is 
from Professor Sarratt, who, in playing the eighth 
nurve for the white, takes the pawn with 
THE K. BISHOP, and makes the black afterwards 
win. 

Dismissing Sarratt as a guide, the pupU ofCun^ 
nmgham may, with improvemmt, entertain the 
modem master as an antagonist. 

8. 
W. The K. pawn takes the Q. pawn. 

The best counterstep for the Hack, then, is— 
To play the Q. bishop to the adverse K. 
knight's 4th, and, at the ninth move, the white 
should carry the Q. knight to the bishop's 

3d. 

Hciw the defensive party should tbm play, it is 



so 



FSII.III0&^^S kVXlsYSU^ 



less ea^ to decide : Jmt after immewms experiment 
^of variations on the fdnth nuroe of the Hack, it 
appears to theEOtor, that /Ae position to which 
CuNNiKGHAH Jiod QT^^ot^ cQftiducted tbt white 
is CRITICALLY SOUND. Thc BeodcT tnaytseeiSie 
leading moves of severalRADTckh Yaeiations in 
Supplements to former Games, fcttowingy the 
Salvio Gambit in this volume. Supplement III. 

Meanwhile, of the following procedure, springing 
from an alteration in the fifth moi^ of the whUe^ 
the principle is simple and the safety mmtestoNe. 



COM. 



7. 
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Compendium of the Cunningham 

GAMBIT. 

Fr6xn all the preceding foritas of this gatnhit 
it appears^ that accordiDg to the actian and 
counteraction therein pursued^ the blacks must 
win *, if they do not at the seventh move with* 
draw the bishop to the king^s second; and 
that therefore^ on the part of the whites^ it 
is expedient to change the cOurse previous 
to that move. When the black bishop checksi' 
tt the fourth countermoVe^ no eventual good 
is obtained by covering with the pawn. Gun-" 
NINGHAM shews that the step below is aneffec* 
tive substitution^ 



1. 

W. K. pavm 2 squares* 
B. Tbesamei 

* This assertM^n of ^HUtpoii must be considered as 
fdUttded on error, if the Variation be correct. The whites, 
then, may follow two courses, both good, though the/ 
dilfer widely; The Compendium U a winning game, far less 
iiiknlt to conduct; gaining in security what it Ibses in 
Mffiancy^ 

C» 3. W. 



9& ir«iU9(Mi'« AVAurms. 

2. 
VjT. K* b. pavn 8 squares. 
B. The pawn takes t6e pawn. 

3. 

\f. K. kpightt^ his bishop's 34. 
B. K. bhhpp to hia king's 2d. 

W. K. bishop to the Q. bishop's 4ihr 
B, The bishop gives check. 

5. 

1 

W. The king to his bishop's, square (^J. 
B. Q. pawn 1 sqiiare^* 

6. 
W. Q. patrn 3 squares. 
B. The queen to the K. bishop's 3^* 

7. 
W. K. pawn 1 square. 
B. The Q. pawn takes the pawB« 

8. 
W. The Q. pawn takes the pawn. 
B. The queen to her king's. 2d« 



* I ir 



(o) Seating the lung at the bishop's square, nakes if 
impossible for the adversary to preierre the gambit pawnjf 
which it will be always in jonr power t6 ttke ; and jon ac* 
quire a constant attack upon him. 

* It may be better to push this pawn two squares* 

9. w. 
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9. 
W. The Q. bishop takes the gambit pawn. 
B. Q. bishop to the white K. knight's 4th. 

10. 
W. Q. knight to his bishop's 3d. 
B. Q. b. pawn 1 square. 

11. 
W. Q. knight to the king's 4tii. The whites 
have the advantage of nositidn^ and 
must win. 



i k.: 



c 4 Cilt 



24 PlIItlDdR'S ANALYSIS. 



fSA)t ^\mw» <Snmbft, 



OTHERWISE CALLED 



THE GAMBIT OF ALEPPO, 



t^ITH SIX BACK games; 

Respectively on the Third Move of ike White, the Third Move 
of the Black, the Fourth Move of the White, the Seventh Move 
of the White, the Eighth Move of the Black, andifte Tenth Motf€ 
of the White. 

I. 

W. Q. pawn 2 squares. 
B. The same. 

2. 
.W. Q. b. pawn 2 squares. 
B. The pawn takes the pawn. 

3. 
W. K. pawn 2 squares faj. ««C^ 
B. K. pawn 2 squares fbj. 4^ 

4. W. 

(a) Had you pushed this pawn but one square, your 
adversary would have confined your queen's bishop during 
half the game. The subject of the first back game. 

(h) If, instead of playing this, he had sustained the gambit 
pawa, he would have lost the game ; as will be seen b/ 

the 
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4. 

W. Q. pawn 1 square (c). ^C^ 
B. K. b. pawn 2 squares (d)i 

5. 
W. Q. knight to his bishop's 9A^ 
B. K. knight to his bishop's 3d. 

6. 
W. K. b. pawn 1 square. 
B. K. bishop to the Q. bishop's 4th. 

7. 
W. Q. knight to the rook's 4th (e). -4:^ 
B. The bishop takes the K. knight (/J. 

8. W, 



the second back game : but, if he had neither pushed this 
pawn, nor sustained the gambit pawn, you must have 
pushed your king's bishop's pawn two squares, in order 
to have three pawns in front. 

f^cj Had you taken his king's pawn, yoi| would bate 
lost the advantage of the attack. The subject of ihe third 
back game. 

fd) If he had played any thing else, by pushing yout 
king's bishop's pawn two squares, you would have procured 
for your pieces entire liberty to act. 

(e) If, instead of playing your ki^ght, in order to gH 
lid of his king's bishop, according to the rule prescribed in 
the first party^ note (c), you had taken the gambit pawn, 
you had lost the game. The subject of the fodftk back- 
game. 

ffj If, instead of taking your knight, he had ptay^d 

hit 



% 
I 
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8. 
W. The rook takes the bishop^ 
B. The king castles fg). ^ 

9. 
W. The knight retunis to hw Q. bbbop's 3d. 
B. The pawii takes the pawn. 

10- 
W. The K. bishop takes the gambit pawn 

B. The pawn takes the pawn. 

11. 
W. The pawn takm the pawn fij. 
B. Q. bishop to the K. bishop's 4th. 



)iis bishop to your queen's fourth, you might have attacked 
him with your king's knight, and left him no escape, 

CgJ If he had pushed his queen's knight's pa^wn two 
squares, in order to sustain the gambit pawn, he bad lost 
the game ;. (a^ is exemplified in the fifth b4ck game ;) and 
if, instead of that, or the move he has adopted, he had 
chosen to take your kipg^s pawn, your taking his capturing 
pawn would not commit yours to his knight ; ^because, were 
be to take it with his knight, he would lose the game,, 
through a sabse^ uent -check from your, queen. 

rij This critical move requires ji back game : If you had 
takc^n the first of his double pawns with your king's bishop'^ 
pawn, you would have lost tlie game. 

(f) In taking with this pawn, you give your rool^. an^ 

4 

. 12. W. 



!«• 
W. Q. bkfaop to his king's Sd. 
B. Q. knight to his queen's Sd. 

IS. 
W. The queen to her 8d square. 
B. Q knight to his Sd. 

Vr. The bishop Ukes the knight. 
B. The rook's pawn takes the bishop. 

15. 
W. The king castles on his queen's side^ 
B. The king to his rook's square. 

16. 
W. K. rook to the adverse K. knight's Uli. 
B, K. kn. pawn 1 square. 

17. 
W. The queen to her king's 3d. 
B. The queen to her Sd square. 

18. 
W. The knight to his king's 4th. 
B. The bbbop takes the knight. 

19. 

W. The pawn takes the bishop; uniting with 

his queen's pawn*. 

B. K. rook to its king's square. 

20. W. 

* It is not strictly uniform to iosert comneats iti the 
toxt, yot as tfao easo of the iMdar^ssoias coasitmd b|r.ii^, 

wheo 
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20. 
W. The king to tbe Q. knight Y square. 
Bi The queen to her bishop's 4ih fkj. 

21. 
W. The queen tdkes the queen* 
B. The pawn takes the queen* I 

2S. 
W. Q. rook to its king's square. ^^ 

B. The. king to his knight's 3d (IJ. 

23. 
W. The king to his Q. bishop's 2d. 
B. K. r. pawn 1 square. 

W. K. rook to its kitiight's 3d. 

B. The knight to the K. rook's 4th. 

when they are so simpt^ as to require no pause^ the Editor 
retains them there. 

{k) Your queen's imposing aspect on the adrersary's 
left wing;^ continually alarms him ibr the safety of hil 
king. He sees that were yoii to place ydur Queen's 
rook at the king's bishop's square^ he could only pre* 
Tent ,check-mate» were he to keep the queen, by 
placing her at the counter-square, which would contract 
her sphere of action very inucli ; he therefore makes an 
offer to change the queens, as the most Eligible mode of 
extinguishing the danger ; which yon mus,t accept, or gire 
him the attack. 

(f) ^me moves which want an obvious motire, are e»t 
plaiatdby tba followiag iaaTe» 

35. W.- 



86. 
W. Tberbok assailed t»y tke JiDi^lit (o Its Q. 

knight's 3d. 
B. Q. kn. pawn 1 square. 

W. The Q. pawn 1 square; to make 2^l opt- 
ing for your rook and bishop. 
B. The pawn takes the pawp* • ^V 

W. The K. rook takes the pawn. 
B- Q. rook to its quern's s>4uare. 

28. , 
W. Q. rook to its queeii's square. 
B. The knight to its K. bishop's 3d. 

29. 
W. The K. rook gives check: 
B* The king to his rook's square. 

30. 
W. The bishop to the adverse queen's 4th ; to 

stop the adversary's pawn. 
B. The knight takes the bishop. 

31. 
W. The rook takes the knight. 
B. K. rook to K. bishop's square. 

32. 
W. Q. rook to the queen's 2d. 
B. K. rook to the adverse K. bishop's 4th. 

33. W. 
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W. q. fo6k to4ts kiog^s lid. 
B. Q. pawn 1 square. 

W. The pawn takes th€ pawn. 
B. Tbe r<K& takes the ^p^Wm 

S6. 
W. K. rook to the adverse kiu^fi ^^ 
B. K. kn. pawn 1 square* 

«P&» • . 

W. One of tbe Yocfks ^akes the paitiviu 
B. The rook takes the rook. 

m. 

W. The rook tafke^ tlie r6ok. 
B. The rook gives check at the adverse kin^^-s 
bishop's 2d. 

m. 

W. The king to his Q. bishop's 3d, 
B. The rook t^es tlie pawii. 

$9. 
W. The rook^s paMTD 2 8qiiM<» -(b). 
B. K. kn. paven 1 square^ 



(j») If, instead of playing this, you had taken his pawn 
with your rook, you would have lost the game ; because 
your king would have prevented your root frbn^irrivhig 
at the promodoftiiiie, In tee to stop A* jwistge of 4i« 
knighfspawn. 40. W. 
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40. 
W. The rook'd pawn 1 square. 
B. The knight's pawn 1 square* 

41. 
W. The rook to its king's square. 
B. The knight's pawn 1 square. 

4«: 

W. The rook to the K. knight^s square^ 
B. The rook gives check. 

43. 
W. The king to the Q. bishop's 4th. 
B. The rook to the adverse K< knight's 3d. 

44. 
W. The rook's pawn 1 square. 
B. The rook to its knight's 2d. 

45. 
W. The king takes the pawn. 
B. The rook's pawn I square 

46. 
TV. The king to the adverse Q. knight's 3d. 
B. The rook's pawn 1 square. 

4T 
W. The rook's *pawn 1 square. 
B. The rook takes the pawn {n). 



(fi) Had he not taken your pawn, you would have won 
the game immediately. 

48. W, 



48, 
W. The rook takes liic pawn (o). ,/ 

B. The rook to its K. rook's 2d. 

49. 
W. The pawD 2 squares. 
B. The pawn I square. 

50. 
W. The rook to its K, rook's 2d. 
B. The king to his knight's 2d. 

51. 
W. The pawn 1 square. 
B. The king to hi^ knight's 3d. 

52. 
W. The king to the adverse Q. bishop's 3d. 
B. The king to his knight's 4th. 

53. 
W. The pawn 1 square. 
B. The king to the adverse K. knight's 4ih. 

54. 
W. The pawn advances. 

B. Takes the pawn with the rook, and pla}ing 
afterwards his king upon the rook, it must 
be a drawn game. 



(o) If, instead- of taking his pawn, j^ou had taken Lis rook, 
you would have lost the game. 

In 
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In pursuing a literal course through the steps 
of this gambit^ the attention is repaid by num- 
berless strokes^ well designed and well parried. 
It is observable that this is the first party that 
has not opened with the move of the king's pawn. 
For the leading steps of this models the boards 
of Europe are indebted to the City of Aleppo. 
The East^ as it gave birth to Chess> has had 
expert players from an immemorial era. 



The mode in the Cunningham Gambit was 
synthetical : but the conduct of this gambit is 
strictly analytical. The first form of it presents 
a series of moves critically good ; embracing^ 
throughout^ the expedient^ in moving for both 
parties. Slightly surveyed^ it may seem less 
brilliant than the back games^ as the balance of 
play precludes a decisive result, while it is, on 
that account, superior to them. As the manage- 
ment of the queen's gambit is delicate^ and de* 
pends on circumstances apparently trivial, at the 
opening; the back games are to shew the ad- 

vantage v^hich one party gives to the other, by 
deviating fron(i the model at particular stages. 



▼ot. n. » FIRST 



34f fhilidor's analysis. 



FIRST BACK GAME, 



TO THE queen's GAMBIT, 



On the Third Move qf the White, pa. 2*- 

1 1' 

» 

3. 

W. King's pawn 1 square*. 
B. K. b. pawn 2 squares [a]. 



4. W. 



* In the Edition of 1791, published by Wingrave, which 
wfis, in many respects, abridged,, and in a few, enlarged, 
Philidor says : ^^A certain author," [alluding to Stamma,! 
*^ '^otherwise a very good player, who chiefly delights in the* 
<^ Queen^ Gambit, teaches to push this pawn only one 
<< square : the preceding game may conTince him, that it - 
'' M better to push it two : nevertheless, I will agree, that ^ 
^^ by pushing it only one square, you may sometimes deceive* - 
*^. a bad player, but that does not justify the movci." 

Mr. $arratt instructively remarks : '' With a player who 
" does not support the gambit's pawn, it is better to play 
** this pawn two steps,"" Vol. i. 189^; and two pages farther;' ' 
^^-When a player is accustomed to suppori the' gnmhiVs 
^^'ftmrn^ itJs much better .tq play the Ida^s pawn lonly ^no 
^^ ^tep ;" suspendii^ the propriety of ^'movje oi^^ precatiooa , 
** ryTURE,move ,of the adversary, from which an evening'^ 
** expierience ought io teach him to refrain!" 

The following^ ii6t68 •n this game, ks far as tlie 14th 
move, are derived from Wingrave's edition of 1791. * 

(a) The moving of this pawn, evincM that it had beeu 



f** 
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W. The king's bishop takes the pa^irn. 
B. K. pawn 1 square. 

W. K. b. pawn 1 square. 

B. K. knight to his bishop's 3d. {b 1.) 

6. 
W. Q. knight to his bishop's 3d. 
B. Q. b. pawn 2 squares, {b 2.) 

7. 
W. K. knight to his king's 2d. 
B. Q. knight to his bishop's 3d. 

8. 
W. The king castles. 
B. K. kn. pawn 2 squares (c). 

W. The pawn takes the pawn {d). 

B. The queen takes the queen. 10. W, 

better to push your king's pawn two squares, because his 
pawn hinders your king's and queen's pawns from uniting in 
the centre. • 

(6 1.) (b %) Both these moves conduce to prevent your 

centre pawns from standing a-breast. 

• (c) He plays thus, preparatory to pushing his king's 

bishop's pawn upon your king's^ in case of opportunity; 

which would separate your best pawns. 

(d) If, instead of taking with thiB pawn, you had advanced 

D 2 it, 
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10. 

W. The rook takes the queen. 
B. The K. bishop takes the pawn. 

11. 
W, K. knight to the queen's 4th. 
B. The king to his 2d square. 

12. 
W. Q. knight to his rook's 4th. 
B. K. bishop to his queen's 3d. 

13, 
W. The knight takes the knight. 
B. The pawn takes the knight. « 

14. 
W. K. b. pawn 1 square (e), 
B. K. r, pawn 1 square. 

15. 
W. Q. bishop to the queen's 2d. 
B. The knight to his queen's 4th, 

16. 
W. K. kn. pawn 1 square. 
B. Q, bishop to his queen's 2d. 

it, the adversary would hare attacked your king's bishop 
with his queen's knight, to compel you to give check ; ou 
which, by playing his king to the bishop's 2d, he ^rcmld 
gain a move, and a good situation. 

(e) To hinder him from placing three pawns in froQt^ 
which he would have effected by pushing his king's pawn. 

17. W, 
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17. 

W. The king to his bishop's 2d. 

B. The pawn in the Q. bishop's file 1 square. 

18. 
W. The knight returns to his Q. bishop's 3d. 
B. Q. bishop to hi0 3d. 

19. 
W. The knight take? the knight. 
B* The pawn takes the knight* 

20. 
W. K. bishop to the king's 2d. 
B. Q. rook to the K. knight^; square. 

21. 
W. Q. bishop to his $d square. 
B. The K. kn. pawn takes the pawn*. 



* FtaiLiooa appjears to commit 'an error, about this part^ 
jua the condact of the black, as he does,, at the 31st move^ 
^a the course of the .white. The black, to make a drawn 
game, (should here ^at t)ie K. rook at its second square^ 
secure from the present attack, and ready, if necessary^ 
to go to the bishop's 2d; or, if be chuse to sacrifice a 
rook for a bishop and pawn, as above, he should rather 
take the kni|;ht'8 pawn, at the 22d more, than the king't : 
he would, indeed, obtain two pawns, and one of them woul4 
1^ fairly pa8se<)> or unobstmctiblje^ except by piepes, 

f © 3 22. W. 
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22. 

W. The bishop takes the rook. 

B. Thepawntakestheking'spawD, giviDg^heck^ 

23. 
W« The king takes the pawn. 
B. The rook takes the bishop. 

W. K. bishop to his 3d square. 
B. The king to his 3d. 

25, 
W. K. rook to the.qtieeii^s 2d. 
B. The Q. pawn giVes check. 

26. 
W. The king to. his bishop's 2d« 
B. Q. bishop to the adverse king's 4tfa. 

27. 
W. Q. rook to its king's square. 
B. The king to his queen's 4tb. 
.. . 28. 

'W. K. rook to its king's 2d. 
B. The rook to its king's square. 

29. 
W. K. kn. pawn 1 square. 
.B. The bishop takes the bishop. 

30. 
W. The rook takes the rook. 
B. The pawn takes the pawn. 
' - SI. W. 
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31. 

W. K. r. pawn 1 square*. 

B. The pawn in Q. bishop's file 1 square. 

S2. 

W. K. rook to the adverse K. rook's square. 

B. Q. pawn 1 square. 

S3. 
yf. The king to his 3d square. 

B. The K. bishop gives check at his Q. bishop's 

4th. 

34. 
W. The king to his bishop's 4th square^ having^ 

no better phice. 
B. The Q. pawn 1 square, and wins the game. 



A 



VARIATION BY THE EDITOR. 

This is the onlj example of the queen's gam- 
bit in which the king's pawn^ at the 3d move^ 
advances but a square. Philidor, in an ear- 
lier publication^ dissuades from this step— *not 
on the ground of its rendering the game less in- 
teresting and beautiful^ which he justly might ; 
but on the ground of its entailing defeat^ m 



■^O— fc— i»^—— — i— — iMii— — — <fc« I— .— mrfi^ 



^ S«6 tl^t Variation subjoined* 

9 4 wbirh 






ft 
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which he will appear to be mistaken. Indeed^ 
he became sensible that the turn giv^ to this 
back-game was inaccurate ; and, in the hasty, 
abridged edition of 1791^ thus accounts for 
and corrects it : '* I let your gamb be lost, only 
'* to show the strength of two bishops against 
the rooks, particularly when the king is 
placed between two pawns. But if, instead 
of employing your rooks to make war against 
'^ his pawns, you had, on the 31st moye> 
*^ played your rook to the black queen's square; 
'^ on the 33d move, brought your other rook to 
^^ the adverse king's second square; and, on 
" the 33d move, sacrificed your first rook 
'* for his king's bishop, — instead of losing 
*' you had made it a drawn game." The Edi- 
tor cannot deem it a satisfactory reason, for 
losing in a good position, io say that it is done 
to show the strength of two bishops against 
two rooks ; because, if the best play be uot 
used, nothing is established. Besides the 
amended course still leaves the management of 
the whites incomplete and faulty ; for if the 
first of Philidor's directions be adopted, and 
his second, of resigning a rook for a bishop, 
declined, the game may be won — as appears by 
this simple statement and play. 

POSITION 
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SOBITIOV OV THE rilCBS. ' 

!^==B=a! I. . .,1 II , II. .11 



31. 
yV. K. rook to the adverse queen's square. 
B. Q. pawn 1 square (/). 



(/) Had he placed his king at his qneen's biibop's 3d, you 
must have earned your qneen's rook to the adverse king*!* 
2d, b; which you would hare obtained hii bishop gratis. 

• B 8 S2. W. 
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32. 
W. Q. rook to the adverse king's 2d. 
B. Q. pawn to the adreese queeo's Sd. 

33. 
W. Q. rook fo the adverse queen's fd. ' 
]|. The pawn is queened* 
' 34. 

W. The rook takes the bishop, and checks* 
B. The king to the adverse Q. bishop's 4th. 

39. 
W. The rook takes the queen. 
B. The bishop takes the rook. 

36. 
W. The remaining rook takes the bishop ; and 
the whites win. 



SECOND 



THC ^oeen's gambit. , 4d 

SECOND BACK GAME, 

TO THE queen's GAMBIT^ 

On the I%zrd Move of the Black, pa, 24. 

3. 

W. King*s pawn 2 squares. 
B. Q. kn. pawn 2 squares (g ). 

4. 
W. Q. r. pawn 2 squares. 
B. Q. b. pawn 1 square. 

5. 
W. Q. kn. pawn 1 square. 
B. The gambit pawn takes the pawn. 

6. 
W. The pawn takes the pawn. 
B. The pawn takes the pawn. 

7. 
W. The K. bishop takes the pawn^ and gives 

check. 
B. The bis];iop covers the check. 

W. The queen takes the pawn. 
B« The bishop takes the bishop. 

~ig) Whether the first player adyances the K. pawn one 
square, or two, it is a decisive error in the second player to 
support the gambit pawn. 

9. W. 



44 PHlLIDOR'ft ANALYSIS* 

9. 

W. The queen takes the bishop, and gives 

check. 
B. The queen covers the check* 

10, 
W. The queen takes the queen. 
B. The knight takes the queen. 

IL 
W. K. b. pawn 2 squares. 
B. K. pawn 1 square. 

13. 
W. The king to his 2d square. 
B. K. b. pawn 2 squares. 

13. 
W. K. pawn 1 square, 
B. K. knight to his king's 2d. 

14. 
W. Q. knight to the bishop's 3d 
B. K. knight to the qupen's 4th. 

15. 
W. The knight takes the knight. 
B. The pawn takes the knight. 

16. 
W. Q. bishop to Q. rook'8 3d. 
B. The bishop takes the bishop. 

17. 
W. The rook takes the bishop. 
B. The king to his %d. square. 

18. W. 
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18. 
W. The king tohis bishop's 3d. 
B. K. rook to the Q. knight's square, 

19. 
W. The knight to his king's 2d. 
B. The king to his 3d square. 

20. 
W. K. rook to the Q. rook's square. 
B. K. rook to the queen's knight's 2d. 

21. 
W. The queen's rook gives check. 
B. The knight covers the check. 

22. 
"W. K. rook to the adverse Q. rook's 4th« 
6. K. kn. pawn 1 square. 

23. 
W. The knight to the Q. bishop's 3d. 
B* Q* rook tp its queen's square, 

24. 
W. The Q. rook takes the rook's pawn, 
JB. The rook takes the rook. 

25. 
W. The rook takes the rook^ and must win. 



# # 






THIRD 
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THIRD BACK GAME, 

TO THE queen's gambit^ 

On the Fourth Move qf the While, pa, 25, 

4. 
W. The queen's pawn takes the pawn. 
B. The queen takes the queen. 

5. 
W. The king takes the queen. 
B. Q. bishop to the king's Sd. 

6. 
W. K. b. pawn 2 squares. 
B. K. kn. pawn 1 square. ^ 

7. 
W. Q. knight to his bishop's 3d. 
B. Q. knight to his queen's 2d. 

a 

W. K. rook's pawn 1 square. 
B. K. rook's pawn 2 squares. 

9. 
W. Q. bishop to the king's 3d. 
B. The king castles. 

10. 
W. The king to the queen *s bishop's 2d. 
6. K. bishop to the Q, bishop's 4tb. 

11. W. 
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11. 

W. The bishop takes the bishop. 
B. The knight takes the bishop. 

12. 
W. K. knight to his bishop's Sd. 
B. Q. b. pawn 1 square. 

13. 
W. K. knight to the adverse K. knight's 4th. 
B. Q. kn. pawn 2 squares. 

14. 
W, K. bishop to the king's 2d. 
B. K. knight to the king's 2d. 

15. 
W. The knight takes the bishop. 
B. The pawn takes the knight. 

16. 
W. Q. r. pawn 2 squares. 
B. Q. knight to the adverse Q. knights 3d. 

17. 
W. Q. rook to its 2d square. 
B. Q. r. pawn 1 square. 

18. 
W. The pawn takes the pawn. 
B. The rook's pawn takes the pawn. . 

19/ 
W. The rook ffives the check. 
B. The king to his qu6en's knight's 2d. 

I • » - • ■ I 

ao. w. 
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30. 
W. The rook takes the rook* ' 
B. The rook takes therook* 

21. 
W. The rook to its queen's square. 
B. The Q. knight gives check, at the white 
queen's 4th. 

22. 

W. The king to the Q. knight's square. 

B. The king to his Q. knight's 3d. 

23. 
W. K. kn. pawn 2 squares. 
B. The pawn takes the pawn. 

24. 
W. The pawn takes the pawn. 
B. Qi h. pawn 1 square. 

25. 
W. K. Jkn. pawn I square. 
B. K. knight to the Q. bishop's 3d. 

26. 
W. The bishop to the knight's 4th. 
B. €t. kn. pawn 1 square. 

27. 
W. The knight to his king's 2d. 
B. K. knight to the Q. rook's 4th. 

28. 
W. The knight takes the knight. 
B. The pawn takes the knight. 

29. W. 
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29. 
W. The bishop takes the pa\¥n. 
B. The king to the Q. bishop's 4th. 

30, 
W. K. b. pawn 1 square. 
B. Q. pawn 1 square. 

31. 
W. The K. b. pawn takes the pawn. 
B. The knight to the adverse Q. knight's 3d. 

32. 
W. The pawn 1 square. 
B. The rook to the Q. rook's square. 

33. 
W. The rook takes the pawn. 
B. The rook g'ives dieek. 

34. 
W. The king to his Q. bishop's Sd. 
B. The rook gives chock-mate at the bishop's 
square. 



! 

I 
1 

I 
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FOURTH BAClt GAME, 



TO THE qUEEN'8 GAMBIT, 



Om ike Seventh Move of the White, pa. ^d. 



7. 
W. The king's bisbop takes the g;ainbit pawn. 
B. The pawn takes the pawn. 

a 

W. The pawn takes the pawn. 

B. K. knight to the adverse K. knight's 4tbw 

9. 
W. K. knight to K. rook's 3d. 
B. The queen gives check* 

la 

W. The king to his queen's 2d. 

B. K. knight to the adverse king's Sd^ 

11. 
W. The queen to her king's 2d. 
B. Q. bishop to the adverse K. knight's 4ih. 

12. 
W. The queen to her 3d square. 
B. The K. knight takes the pawm. 

IS. W. 



■r 
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W. It. knight to his square^ 

B. The queen to the adverse king's square^ 

giving check. 

14. 
W. The king retires. 
Bk The K. bishop takes the knight^ and must 

win* 



B « FiFTH 



L . 
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FIFTH BACK GAME, 

TO THE QU]^£N'S GAMBIT, 
On the Eighth Move of the Blacky pa. 26* 

8. 

W. The rook takes the bishop. 
B. Q. kn. pawn 2 square^* 

9. , 
W. The knight to the adverse Q. bishop's 4th. 
B. The king castles. 

10. 
W. Q. r. pawn 3 squares. 
B. Q.knighttoQ. rook's 3d. 

11. 
W. The knight takes the knight. 
B. The bishop takes the knight. 

12. 
W. The rook's pawn takes the pawn. 
B. The bishop takes the pawn. 

13. 
W. Q. kn. pawn 1 square. 
B. The K. b. pawn takes the pawn. 

14. W. 



14. 
W. The CL kn. pawD tkkesihe fiawi^ 
B. The bishop to his queen's 3d. 

W. Q. bishop to adyerse K. knight's 4th. 
B. The pawn tak-es the pawn. 

16. 
W. The pawn takes the pawn. 
B. The King- to his rook's square. 

17. 
W. K« bishop to the queen's 3d. 
B. K. r. pawn 1 square. 

18. 
W. K. r. pawn 2 squares. 
B. The pawn takes the bishop. '\ 

19: 
W. The pawn taker the pawn; 
B. The knight to his rook's 4th. 

90. 
W. The bishop to the adverse K. knight's 3d: 
B. The knight to the adverse K, bishop's 4th ^ 

21. 
W. The queen to her bishop's 2d. 
B. The knight takes the bishop^ to avoid the 
mate: 

22: 
W. The queen takes the knight. 
B. The bishop to his K. bishop's 4th. 

B 3 23. W. 



23. 
W. The qi^een gives check, 
B. The king retires. 

W. K, kn, pawn 1 square. 
B. The bishop takes the pawn. 

25. ^ 
W. The queen takes the bishop. 
B. The queen to t]ie K. bishop's 3d, 

26. 
W. Q. rook to the adverse Q. rook's 3d, 
B. The queen takes the queen. 

27, 
W. The Q.. rook takes the queen. 
B. K: rook to its bishop's 2d, 

28. 
W. The king to his 2d square. 
B. a r. pawn 2 squares. 

29. 
W. Q. rook to the adverse king's 3d. 
B. The rook's pawn 1 square. 

30. 
W. The rook takes the pawn. 
B. The rook's pawn 1 square. 

31. 
W. K. rook to the Q. rook's square. 
!p. The rook's pawn 1 square. 



32. W* 



>. 

'''•^^•#. 
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32. 

W. Q. rook to its king's 3d. 
B. K. rook to its bishop's 3d. 

33. 
W. The king to his queen's 3d. 
B. The Q. rook gives checks ' 

34. 
W. The king to his 4th square. 
B. The rook takes the rook. 

35. 
W. The king takes the rook. 
B. The rook to its Q. rook's 3d. 

36. 
W. The king to the queen's 4th. 
B. The king to his bishop's 2d. 

37. 
W. The king to the Q. bishop's 3d. 
B. The rook gives check. 

38. 
W- The king to the Q. knight's 4th. 
B. The rook tt^kes the pavrn. 

39. 
W. The rook takes the pawn. 
B. The king to his 2d square. 

40/ 
W. Q. b. pawn square. 
B. K. kn. pawn 2 squares. 



B 4 41. W. 



56 « wuitdikon'n analyms. 

W. The rook to the adverse Q. rook's 2d. 
B. The king to his queen's square. 

4g, 
W. The king to (be adverse Q. kntgfat^s 4tfa. 
B* The knight's .paivn J square. 

W. The king to the adverse Q. bishop's Bi, 
B. The rook gives check. 

W. The pawn covens the check. 
B. The pawn takes the pawn. 

46. 
W. The pawn takes the pawn. 
B. The king to his square, 

46, 
W. The rook to the adverse K. knight's 2d, 
B. The rook to the K. rook's 3d. 

47. 
W, The king to the adverse Q, bishop's 2d) 
and, by pushing bis pawn, he will win. 



SIXTH 
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SIXTH BACK GAME, 

TO THE QUEEM's GAMBIT, 
On the Tenth Move of the WhUe^ pa. 3(J. 

10. 

W. The K. b. pawn takes the pawn. 
B. The K. knight takes the K. pawn. 

11. 
W. The knight takes the knight. 
B. The queen gives check. 

12. 
W. The knight to the K. knight's 3d. 
B. Q. bishop to the adverse K. knight's 4th, 

13. 
W. K. bishop to the king's 2d. 
B. The queen takes the rook's pawn. 

14. 
W. K. rook to its bishop's square. 
B. The queen takes the knight, and gives 
check. 

15. 
W. The king to his queen's 2d. 
B. Q. knight to his queen *s 2d. - 

16. W, 
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16. 

W. The rook takes the rook. 
B. The rook takes the rook. 

J7. 
W- The queen to her king's square. 
^. The rook to the adverse K. bishop's 2d, aa4 
must win« 



Setting aside that move in each, which is 
distinctly pointed out as inducing defeat in its 
ultimate tendency, the 2d, 3d, 4th, 5th, and 
6th back games of this gambit display a pene- 
trating regard to consequences. In a circum- 
spection in the use of stratagem and resource^ 
which has not' been detected intermitting in 
more than one party, may be traced the revising 
attentions and mellowing touches of a succession 
of players. 



Eeffttiar 



J 
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THE range of gambits is not completed, and 
yet we propose to enter on some regular parties. 
Without proceeding on the idea, that the reader 
will play the games as they are presented, the 
order of which a diversity in the degree of pro- 
ficiency, and an individual pursuit of peculiar 
attainments, as desiderata^ will occasion every 
one more or less to break ; it will perhaps be 
expected, that modes of play, which by their 
properties seem assigned to a common cla8S> 

should not be detached in their arrangement, 
without apology or explanation. 

The various gambits agree in this, that thej 
engage the player deeply in the mazes of evolu- 
tion, and the surrender of the pawn is a feature 
common to them all : but they so diverge in 
the field of stratagem after this step, that their 
course of evolutions cannot be traced to any 
participation of principle, nor is there any 
necessary connection between them. — For these 
reasons, and that the cultivation of regular play 
stnay not continue longer suspended, without an 

adequate 
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adequate cause^ the Editor follows the arrange- 
ment of Philidor, in introducing some ex- 
amples of attack and defence^ on the simple sys- 
tem> before the intricacies of the Salvio gam- 
bits. By pursuing alternately the severe walk 
of method, which moves to the end by a gra- 
dual process; and the devious flight of adven 
ture^ which attempts the game by a coup de 
main ; the spirit of each may be rendered easier 
to seize, as the traits in which their opposition 
consists, are seen in contrast . 



JTirjait jRegttlac partp, 

WITH FOUR BACK GAMES ; 

The First on the Third Move of the Blacky the Second on the 
Fourth Move of the Whife^ the Third on the Fifth Move 
of the Blacky the last on the Sixth Move of the fVhitg. 

I. 

W. King's pawn 2 squares. 
B. The same. 
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2. 
W, K. bishop to his Q. bishop's 4th (a). 

B. The same*. 

3. 

W. Q. b. pawn 1 square, 

B. The queen to her king's 2d (c)- 4^ 

4, 

W. K. knight to his bishop's 3d (d). 4:5 

B. The same (e). -4^ 



(a) This is the best place the king's bishop can occapj 
in the first moves of a party ; here, he batters the adverse 
king's bishop's pawn, against which the first attacks are 
generally formed. 

* The black being able to play different ways, tv-e make 
different parties of it. See them under the distinct titles 
*' Second"' and " Third Regular Purfi^y 

(c) He prevents you from establishing two pawns a-breast^ 
and occupying the centre. To prevent that, the bkck has 
three other ways of moving now in his power, the effects 
of which are severally shewn, in the first back game, ih/^ 
SQpplemeikt to the first back game^ and the third back 
game. 

(d) If you had moved thts knight to your king's seconif * 
sqiare^ you would have lost the game: the object exom« 
plified in the second back game. 

(e) He would have incommoded his game, had he taken 
your pawn with bis bishop ; a» the supplement to the second 
back game evinces. 

5. w. 



I 
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5. 

W. The qiieen to her king's 2d. 
B. Q. pawn 1 square (f). 

6. 

W* Q. pawn 1 square fg). 4^ 
B. Q. b. pawn 1 square (h). 

7. 
W. K. r. pawn 1 square^ 
Bi The same (i). 



(f) Had he attacked your king's bishop's pawn with his. 
knight^ it would have given you time to establish yoar 
pawns in the centre. The consequence is seen in the third 
back game. 

is) If you had pushed this pawn two squares, you 
might have occupied the centre for a moment, but could 
not have remained there ; as is shewn by the fourth back 
game. 

(A) If he hdd moved his queen's bishop to your king's 
kiiight's fourth square^ you must equally have adyaneed 
your king's rook's pawn: never leave a superior piece to 
the masked attack of the adverse bishop, which will often 
confine two pieces. 

(t) The pawns have been played on both sides, td 
prevent the bishops from becoming troublesome to the 
knights. 

a Wi 



fIBIT RBeCLAB. PAKTT. Ghi 

8. 

W. Q. bishop to his king's Sd (k}. 
B. The K. bishop takes the bishop (I J, 

9. 
W. The queen takes the bishop. 
B. Q. bishop to his king's 3d. 

10. 
W. The k. bishop takes the bishop 
B. The queen takes the bishop (m). 

IL 
W. Q. knight to his queen's 2d. 
B. The same. 



(.k) When jrour queeo's pawa cannot be interposed to 
the action of the adverse king's bishop upon your king's 
bishop's pawn, you must keep your queen's bishop in re^ 
jieTYCy to be posted at your king^s third square ; because 
the queen's bishop is the only piece which cafn effectually 
be opposed to the adverse king's bishop. 

(IJ li he had moved back his king^s bishop, instead of 
taking your bishop, he would have lost a turn : when yon 
exchange pieces, it is an advantage to take first. 

(m) An additional advantage now appears from ptaying 
your king's rook's pawn at the seventh move, for he might 
^t present attack you with his king's knight, and after^ 
wards play his king's bishop's pawn, to bring the knight 
again into action : these hits ought to be eagerly improved^ 
especially in parties wherein your adversary forces ovt 
your knights before your pawns. 

12. W. 
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W. The king castles with his rook. 
B. The same. 



The game is equal ; the white has only, what 
he set out with, the move ; he who can first 
bring his king's bishop's pawn into play, by 
pushing it two squares, without making any 
sacrifice, or deranging his pieces, will have the 
superiority of situation. The uniformity arises 
from the black player's making his moves 
duplicates of the adverse moves, which he has 
hitherto done with propriety and success : but 
such a plan of counteraction is to be pursued 
with reserve and discrimination, and not ex- 
cessively or mechanically. A player who 
should continue it, from this situation, having 
the move against him, would certainly lose. 



FIRST 
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FIRST BACK GAME, 

« 

On the Third Mase of the Black. 

3. 
W. Queen's bishop's pawn 1 square. 
B. Q. knight to his bishop's 3d (a). 

4. 
W. Queen's pawn 2 squares. 
B. The pawn takes the pawn ( &) . ^^^ 

5. 
W. The K. bishop takes the pawn, 
B. The king takes the bishop (c). 



.«■*■ 



(a) He plays this knight to hinder yon frpm pushing 
your queen's pawn two squares. If, instead of this knight, 
he had played his queen's bishop's pawn a square, your 
next moye might equally take place, 

(b) He might have withdrawn his bishop to his queen's 
knight's third, which move will make a supplement to this 
back game. 

(c) If he refuse to take your b|shop, you must take his 
king's knight, and push your queen's knight's pawn two 
squares, attacking his bishop ; and afterwards push the 
same pawn upon his knight, in order to take the pawn with 
your queen's bishop's pawn gratuitously, instead of chang. 
ing pawns. 

VOI-. II. F 6. W. 
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6. 
W. The queen to the adverse K. rook's 4th. 
B. K. kn. pavrn 1 square. 

7. 
W. The queen takes the bishop^ and \^ill have 

a very good game. 



SUP- 



FIRST REGULAR PARTY. 67 



SUPPLEMENT 

TO THE FIRST BACK GAME^ 

On the Fourth Move of the Black. 

4. 

W. The queen> pawn 2 squares. 
B. K. bishop to his Q. knight's Sd. 

5. 
W. K. knight to his king's 2d. 
B. K. knight to his bishop's 3d. 

• 6. 

W. The queen to her 3d square. 
B. The king castles. 

• ■ ■ • 7. 
W. K. b. pawn 2 squares, v 

B. The K. pawn takes the pawn^ 

8. ^ 
W- K. pawn 1 square (a). 
B. Q. pawn 2 squares (&)• 



(a) If, on this attack, he withdraws his knight, he giyes 
you an opportunity of establishing your pawns in the 
centre. 

(b) He hereby limits the operation of your king's bishop, 
and gains time to place his knight in an eligible position. 

F 2 9. W. 
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9. 

W. K. bishop to his Q, knight's 3d. 
B. K. knight to the adverse king's 4th. 

la 

W. The Q. b. pawn takes the pawn. 
B. %.* b. pawn 2 squares (c). 

11. 
W. Q. knight to his bishop's 3d. 

B* Q. bishop to his king*s 3d (^d). 

(c) In order that he may play his (^jueen's bishop to hif 
ling's third square, without disturbance from your pawn. 

(d) In this situation, the black pieces have as good a 
game as the , white : there is indeed a pawn passed and 
sustained on the side of the white; but this adyantage is 
counterbalanced by the imposing attitude of the black 
king's knight, who cannot be dislodged but by changing 
piece for piece ; and in that case, the pawns of the black 
would unite in the centre, gi?ing, equally to them as tQ 
ibe white, a passed pawn. 



'•^'f ....** 
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SECOND BACK GAME, 

On the Fourth Move of the White, 

4, 

W. King's knight to his king's 2d (a). 
B. The K. bishop takes the pawn, and gives 
check. 

5. 
W. The king takes the bishop. 
B. The queen to her bishop's 4th, giving 
check. 

6. 
. W. The queen *s pawn interposes. 
B. The queen takes the bishop* 

7. 
W. Q. knight to his rook's 3d. 
B. The queen to her king's 3d (b). 



(a) If this move did not cost you a pawn^ it would un. 
donbtedlj be the most politic, as it is the most conrexiient 
place for the knight ; because, here he does not obstruct the^ 
passage of the pawns. But it is sometimes expedient to ob- 
struct the pawns with the knight, to avoid a greater dlsad. 
Tantage. See the supplement to this back game. 

(bj The black must win the game, having the advantage 
of a pawn, added to a good situation. 

F 3 SUP^ 
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SUPPLEMENT 

TO THE SSCOND B4CIL GAMfi^ 

On the Fourth Move of the White, 

4. 

A^. King's knight to his bishop's 3d. 
B. The K. bishop takes the pawn^ and gives 
check (a). 

W. The king takes the bishop. 
B. The queen to her bishop's 4th, giving 
check. 

6. . , 
W. The queen's pawn covers the check. 
B. The queen takes the bishop. 

7. " 

W. The K. knight takes the king's pawn. 
B. The queen to her knig's 3d/ 

• •.- •■ • .' . «. 
W. The queen fo her K. bishop'rSd. 
B. (^.paAvn 1 square. ' 



' ' ■ I ■ ■ ■ I I .1 ^1 I ,,,,, , ^ , ^ t f I ■■ u rn ii^p j ii f I t » 

(a) This, bj foictng your king to vojo^j disables bim 
fram castling; buttkere is no. disadyaiiitaf e involved in not 
castling, when your pieces cati easily get bat; very oftf n iL 
is even belter so, provided your king be safe. 

9. W. 
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9. 

W. K. knight to bis quest's 3d. 
B. K. kaight to his bishop's 3d. 

10. 
W. K. rook at its king's square. 
B. The king castles (b). 



(b) So situated, the white player has the advantage ; hii 
pieces being brought out to better efieat, and more cqut^- 
niently arranged. 



4> 



V 4 THIRD 
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THIRD BACK GAME, 

On the Fifth Move of the Black. 

5. 
W. The queen to her king's 2d, 
B. K. knighfat the adverse K. knight's 4th. 

6. 
W. Q. pawn 2 squares. 
B. The pawn takes the pawn. 

7. 
W. The pawn takes the pawn. 
B. The K. bishop gives check. 

8. 
W. Q. knight to his bishop's 3d (a). 
B. The K. knight returns to his bishop's 3d ( fr) 



(a) If he take this knight with his bishop, it will assist 
your game, because the change wiU bring your pawns into 
the^eotre. 

{b) You might push your king^s pawn on his knight, and 
get two moTes by so doing ; but this pawn once pushed, 
your adTersary would offer twice to change it, by pushing^ 
his queen's pawn a square, and his king's bishop's pawn « 
square : your pawn would then be, and must remain, alone y 
it is, therefore, better to leave your two pawns a-breast, to 
aToid opening your game. In marching his knight, and re- 
trograding, he has uselessly consumed two mores. 

9. W. 
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W. K. bishop to his quel's 3d. 
B. The king castles ( c ) . 

10. 
W. The king castles. 
B. The Q. pawn 1 square. 

11. 
W. K. r. pawn 1 square. 
B. The same. 

13. 
W. Q. bishop to his queen's 2d (d). 



(c) He castles, to attack your king's pawn with his rook; 
you must therefore castle, to be ready to sustain the pawa 
with your counter-rook. 

(dj It is evident that the white player has the better 
game, having the advantage of three moves more than the 
black, and the centre pawns tactically advanced : nothing 
remains on the side of the white, but to remove the ob. 
•truction to the motion of the king's bishop's pawn as soon 
as piDssible ; that will decide the game against the black. 



FOURTH 
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6.' 
W. Q. b- pawn 1 square. 

B. The king castles (6). 

6. 
W. Q. r. pawn 2 squares. 
B. The same (c). 

7. 
W. The king castb*-. 
B. Q. bishop to his king's 3d (d). 

8. 
W. The bishop takes the bishop. 
B. The pawn takes the bishop. 



(b) If, instead of castling, he play his Q. bishop t# 
your K. knight's fourth, play your queen to her knight's 
third, which will give you the game ; but should he play the 
same bishop to his king's third, take him with yours, an^ 
afterwards play your queen to her knight's third. 

(c) If he had not moved this, his king's bishop must have 
been forced by your pawns. 

((/) Had he played this bishop to your K. knight's fourth, 
you must have pushed your Q. pawn ^ ftod, varying agattr, 
if he then take your K. knight with his bishop, you take 
with your knight's pnwn, . the better to bring your rooks 
into play, as they then ha^e an approach to the pawns that 
cover the adverse king. 

9. W. 
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9. 

W. The queen to her knight's 3d (e) 
B. The queen to her bishop's square. 

10. 
W. Q. pawn 1 square. 
B The K. pawn takes the pawn. 

W, The pawn takes the pawn. 

B. The bishop to the Q. knight's 3d (/). 

12. 
W. Q. knight to his bishop's 3d. 
B. The same. 

13. 
W. Q. bishop to his king's 3d. 
B. K. knight to adverse K. knight's 4th. 



(e) Your queen attacks two pawns, which jour adversary 
can onlj sustain bj placing his queen at her bishop^s square; 
this situation naj take place in the first moTes of a party, 
and Tery frequently your adversary finds himself unable to 
•ttstain the two pawns at once. 

(f) If he had played his bishop to your queen's knight's 
fourth, you must have sustained your king's pawn with yotir 
^neen. 



14 W. 
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14. 

W. K. r. pawn 1 square (g). 
B. The knight takes the bishop. 

15. 
W. The pawn takes the knight. 
B. K. r. pawn 1 square (/i). 

16. 
W. K. kn. pkwn 2 squares. 
B. The same. 

17. 
W. K. rook to its bishop's 2d. 
B. The queen to her 2d square. 



(g) You thus force the knight to retreat or to take, which 
is better thau suffering him to hover over the pieces, to 
make a capture at his own convenience. 

(A) He plays this pawn to hinder your knight from 
attacking his king's paw'n, as otherwise he wouM be forced 
to defend it with his rook, which would afford you time 
to double your rooks on the file 6f ydur king's bishop.! 
It is proper to observe, that in almost every case, whoever 
commands an opening with double rooks5 must hkre the' 
advantage ; it is therefore an established maxim not to yield 
np these passes. • • 



18. w. 
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18. 

W. Q. rook. to its K. bishop's square. 
B. The king to his knight's 2d (t). 



(f) So situated, the nrhite must have chiefly in yiew 
to oblige the adyersary to push his K. pawn a square, so 
that he may place a knight, sustained by two pawns, at the 
fourth square of the adverse K. bishop, which ought to 
decide the game in his favour : the black will, in oppositibn, 
seek the means of doubling the two rooks, and bring the 
Q. b. pawn into play^ by pushing it two squares. 



CftirD 
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CiiitH laegulat Part;, 

VARIANT FROM THE FIRST PARTY/ AT THE 
SECOND MOTE OF THE BLACK. 

WITH THREE BACK GAMES; 

On the Third^ the Seventh^ and the Eleventh Move of the 

Black. 

1. 

W. The king's pawn 2 squares. 
B. The same. 

2. 
W. K. bishop to his Q. bishop's 4th. 
B. Q. b. pawn 1 square {a), 

3. 
W. Q. pawn 2 squares. 
B. The K. pawn takes the pawn (b). ^^ 



(a) He prepares to push his Q. pawn two squares, in 
order to intercept the action of your bishop, occupy the 
centre with his pawns, and recover the adrantage of the 
moTe. 

{b) He might, according to his first design, hare pushed 
his Q. pawn two squares. This will furnish interest for t 
back game. 

4. W. 
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W. The queea takes the^pawn. 
B. CL pawn 1 square [c). 

5. 

s. 

W. K. b. pawn 2 squares. 

B. Q. bishop to his king's 3d {d). 

6. 
W. The biihop takes the bishop* 
B. The pawn takes the bishop. 

7. 
. W. Q. b. pawn 2 squares. 
B. Q. pawn 1 square {^)^£$ 



(c) If he luid pUjed his K. knigtut to Us bishop's 
third square, you must haye attacked the kaight with 
your K. pawn, by which play ypu would have won many 
moTes* 

(d) If, iuste^, ho had adyaoced hit K. b. pawn two 
iquarffi, you must then haye pushed your K. pawn. 

(«) He makes this more in prder to break your pawn^ 
iu the centre, or be able to establish his pawns strons^y oi| 
Us queen's nde : he would have played wrong, had he 
pushed his Q, b« pawn upon your queen j 9» appears by a 
back game. . 

TOL. II. • 8. W. 
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a 

W. The Q. b. pawn takes the pawn. 
B. The K. pawn takes the pawn ( ^. 

9. 
W. K. pawn 1 square. 
B. Q. b. pawn 1 square. 

10. 
W. The queen to the K. bishop's 2d (g). 
B. Q. knight to his bishop's 3d, 

11. 
W. K. knight to his bishop's 3d. 
B. CI. pawn 1 square (ft)-«^ 



(f) It would hare been improper for the adversary to 
take with his queen's bishop's pawn, because his pieces 
would be confined, and their sphere of action less extensive 
than yours. « 

(g) It would be wrong to give check with your queen, 
because it would answer no useful purpose, and for any 
other^ she ought not to be removed from one of tlie four files 
in the ^centre; you must, on the contrary, keep her behind 
your principal pawns, especially in the beginning of a 
party. 

(h) It would have been bad play to push his queen's 
bishop's pawn ; and a back game on this move will shew 
it to be of consequence, when you have a cordon of pawns, 
to push the leading one. 

12. W. 
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12. 

W. The king castles. 

B. The queen to her 4th square. 

13. 
W. K. rook to its queen's square fi). 
B. The king castles {k ) . 

W. CI. kn. pawn 1 square. 
B. K. knight to his rook's 3d. 

15. 
W. Q. knight to his rook's 3d.' 
B. K. bishop to his king's 2d. 

16. 
W. Q. bishop to his Q. knight's 2d fV^ 



(t) This more is indispensable to prevent him from 
pushing his queen's bishop's pawn, which would bring two 
of his pawns a.breast upon your ground; besides, affording 
a fayourable opportunity for his. bishop to get out. 

(At) If he had pushed his queen's knight's pawn two 
squares, you would haye won a pawn, by attacking his 
queen with your queen's knight. 

(/) This party is quite even, the position is as good on 
one side as the other, the bishopis are reduced to a narrow 
field, and the rookft are free. 



ft 2 FIRST 
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FIRST BACK GAME, 

On the I%ird More qf the Black, pa. 80. 

W. Queen's pawn % squares. 
B. The same. 

4. 
W. The K. pawn takes the pawn; 
B. The Q. b. pawn takes the pawn* 

6. 
W. The K. bishop gives check (a). 
B. The bishop covers the check. 

6. 
W. The bishop takes the bishop. 
B. The knight takes the bishop. 

7. 
W. The pawn takes the pawn. 
B. T^e knight takes the pawn. 



(a) If, instead of glYing cheek, you had remored this 
bishop to your queen's third square, you, would hare lost 
both the moYe and the advantage of situation^ because h* 
would immediately haye made himself master of the centre, 
by pushing his king^s pawn. 

8. W. 
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8. 

W*. The queen to her king's 2d. 
B. The same (ft;. 

9. 
W. Q. knigl)t to bis bishop's 3d. 
B. The king castles. 

JO. 
W. Q. bishop to the K. bishop's 4th. 
B. K. knight to his bishop's 3d. 

11. 
W. The king castles. 



(b) If he had sustuned this knight by any other piece, 
he would haye been subject to lose him, by your playing 
the king's bishop's pawn. 



Such being the situation of the game^ you 
haye chiefly two objects in view : first, to for- 
tify the queen's bishop, whose direction annoys 
the adverse king, and next to attack the queen's 
pawn, which being separated from the other 
pawns^ can no longer be sustained but by the 
pieces. It is always advantageous to attack a 
separated pawn, were it only to employ the 
adverse pieces. 

G 3 SECOND 
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SECOND BACK GAME, 

On the Seventh Move of tJie Black, 

7. 
W, Queen's bishop's pawn 2 squares. 
B. Q. b. pawn 1 square {aj. 

8. 
W. The queen to her 3d square, 
B. K. knight to his bishop's 3d, 

9. 
W. Q. knight to his bishop's 3d. 
B. The same. 

10. 
W. Q. r. pawn 1 square (6). 
B. K. bishop to his king's 2d. 

11. 
W. K. knight to his bishop's 3d. 
B. The king castles. 



(a) Thfs allows you to lay, a foundation for Tictory, 
You must gWe him no other opportunity of pushing 
his queen's pawn; if you block that, bis king^s bishop 
must remain imprisoned, and your pieces will command 
more of the board than bis. 

(b) This moye is essential; he would otherwise haye 
fittacked your queen with his queen's knight; by which 
be would have obtained liberty to push his queen's pawn, 
§j^^ disengage his pieces. 

12. W. 
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19 

W.'K. kn. pawn 1 square (cj. 
B. Q. knight to his rook's 4th (d). 

13. 
W. Q. bishop to his king's 3d. 
B. Q. knight to the adverse. Q. knight's 3d. 

14. 
W. Q. rook to its queen's square. 
B. K. knight to adverse K. knight's 4tb. 

15. 
W. Q. bishop to the K. knight's square (e). 
B. Q. r. pawn 1 square (/). 



(c) If circumstances had permitted you to remove your 
queen's bishop to the king's third square, he ivould hare 
played his king's knight to his fifth square, in order to take 
your bishop, and free that of his king. It is conrenient to 
preserve a bishop of the same diagonal with your adversary. 
The oblique action of the bishop is very dangerous, and the 
best defeAce is to oppose bishop to bishop. 

fd) He plays this knight in order to exchange him for 
your bishop. 

(e) None of the attacks of the adversary are dangerous, 
because they do not break your centre; and you may 
dislodge the knights whenever you please ; this proves that 
effective attacks are to be made only by the co-operation 
of several pieces. The defence must be negligent^ when 
attacks succeed with one or two. 

(fj In order to hinder your queen's knight from at. 
tacking his queen's pawn. 

Q 4 16. W. 
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16. 
W. K. r. pawn 1 square. 
B. K. kaight to his bisrhop's 3d* 

17. 

W. Q. bishop to his king'f 3d. 
B. K. knight to his rook's 4th. 

18. 
W. Q. knight to his king's 2d. 
B. Q. knight to his rook's 4th (g) 

19. 
W. The king castles (h ) . 



(g) Instead of remoying this knight, he might have 
sustained him by playing his queen to her knight's third 
square : then you would have pushed your king's knight's 
pawn. 

(h) From this situation you have a practicable road 
for the attainment of the game, but it will depend on 
preventing the adverse queen's pawn from advancing, and 
on not hastily pushing the pawns on the right wing, till 
the king is ready to sustain tbem. 



THIRD 
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THIRD BACK GAME, 

Cn the Eleventh Move of the Black* 

11. 

W. King's knight to his bishop's 3d« 
B. Q. b. pa\irn 1 square. 

12. 
W. Q« bishop to his king's 3d. 
B. The K. bishop gives check. 

13. 
W. Q. knight to his bishop's 3d {a). 
B. K. knight to his king's 2d. 

14. 
W. The king castles with his rook. 
B.. K. knight to his bishop's 4th (&). 



(a) If he take your knight, his queen's pawn must 
fail into your hands, because it cannot be sustain<>d by 
any other pawn ; besides you may attack it with all your 
pieces. 

(6) He plays this knight to get rid of your bishop, 
and opea afterwards a passage for his king's bishop 
upon your king and queen, which would prove yery 
daogerons. 

15. W. 
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15. 

W. Q. rook to its queen's square (c). 
B. The knight takes the bishop. 

16. 
W. The queen takes the knight. 
B. Q. knight to his king's 2d. 

17. 
W. The king to his rook's square (rf). 
B. K. bishop takes the knight (e). 

19. 
W. The pawn takes the bishop. 
B. The king castles (/). 



(e) Your Tiew is, tor oblige him, either to sustain the 
pawn of his queen, or to take your knight. 

(d) You might have taken his queen's pawn with your 
knight, and afterwards played your queen to your king's 
fourth, to force his knight ; but he would then hare disen. 
tangled his queen by giving check: so that this mot« is. 
previously necessary. 

(e) Being no longer able defensively to sustain his 
queen's pawn ; he is forced to take your knight to preserve 
it. ' 

(f) In this situation, the white player must win; the 
remaining measures being, to hinder the adverse queen'* 
pawn from coming into play, and to sustain the centre 
pawns, not advancing them too hastily. 

iTourtl) 
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VARIANT FROM THE FIRST PARTY, OH THB 
THIRD MOTE OF THE BLACK. 

WITH ONE BACK GAME^ 

On the Fifth Move erf the White^ 

W. The king's pawn 2 squares. 
B. The same. 

i. % 

W. K* bishop to his Q. bishop's 4th. 
I B. The same. 

3. 
W. Q. b. pawn 1 square. 
B. K. knight to his bishop 's 3d. 

4. 
W, Q. pawn ^ squares {a). 
B. T^e pawn takes the pawn^ 

I 

I 

(a) You might push this pawn only one square, but then 
I your situation would be the same^ as that already shewn 
in the first variation. 

5. W. 
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5. 

W. The pawn takes the pawn (6).*£8 
B. TheK. Ijishop gives check (c). 

6. 
W. The Q, bishop covers the check. 
B. The bishop takes the bishop. 

7. 
W. TheQ. knight takes the bishop. 
B. Q. pawn 2 squares (d). 

8. 
W. The K. pawn takes the pawn. 
B. The knight takes the pawn. 

9. 
W. The queen to her knight's 3d'{e). 
B. Q. b. pawn 1 square. 



10. W. 



ir 



(h) Instead of taking, you might pnsb the K. pawn 
a square, which would not be amiss against a player to 
whom some advantage is given. The subject of a back 
game. 

(c) Had he removed his bishop to his Q« knight's 
third, he would have committed himself, and conspired to 
establish your pawns in the centre. 

(d) Had he not played in this manner, he would hare 
given you time to occupy the centre with your pawns. 

(e) You might give check with your queen at your 
king's second 8q;iiare, but this move wouM enable your 

adversary 



t» 



FOURTH REGULAR PIRTY. 9S 

la 

W. K. knight to his king's U. 
B. The kiog castles. 

IK 
W. The king castles with his rook. 
B. K. knight to his Q. knight's 3d {f). 

12. 
W. K. bishop io his queen's 3d« 
B. Q. bishop to his king's 3d. 

IS. 
W. The queen to her bishop's 2d. 
B. K. kn. pawn 1 square. 

14. 
W. K. ?)• pawn 2 squares (g). 
B. The same (h). 

m 

— ^— —i^— — i^M^— M>— — — ■— ^.^iM ■ — — — n^— a^ia,— a»«^ 

adversarj to educe his queen's bishop; besides, the king 
and queen are, generally, not to be placed on the same 
line, especially when the file is left open by the exchange 
of each party's pawn. 

(f) He plays this with a Tiew, either to get out his 
Q. bishop, or to remove your K» bishop. ^ 

(g) You push this pawn to break the chain of pawns 
which cover his king. 

(A) As he has pushed his king's bishop's pawn two 
^uares, you must endeavour to post one of your knights 
At the adverse king's fourth square; whence he cannot 
be removed but by an exchange, and an exchange will 
unite your pawns in the centre* 

15. W. 



94 fhilidor's analysis. 

15. 
W. Q. knight to his K. bishop's 3d. 
B. Q* knight to his queen's 2d. 

16. 
W. Q. knight to the adverse king's 4th. 
B. Q. knight to his K. bishop's 3d {i). 

17. 
W. Q. rook to its queen's square. 
B. K. knight to his queen's 4th. 

18. 
W. The queen to her second square ( A: ) 
B. Q. r. pawn 3 squares. 

19. 
W. K. knight to his Q. bishop's 3d. (IJ. 



(0 He will not concentre your pawns by takiog your 

knight. 

(A) This move is necessary, to prevent his knight from 

occupying your king's third square. 

(/) I should think ithe white has the better game, on ac- 
count of the place where the Q. knight stands ; however, such 
an advantage, unaccompanied by any other, is not decisive : 
the black must not take the knight before he has displaced 
one of the pawns that sustain the knight, which may be 
done by changing the queen's bishop's pawn for the adverse 
queen's pawn, and thea both games will be even. 



BACK 
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BACK GAME, 

On the Fifth Move of the WhUe. 

5. 
W. The king's pawn .1 square. 
B. The queen to her king's 2d [a). 

6. 
W. The Q. b. pawn takes the pawn. 
B. The K. bishop gives check. 

7. 
W. The Q. bishop covers the check (6). 
B. The K. bishop takes the bishop. 

8. 
W. The Q. knight takes the bishop. 
B. Q. pawn I square (c). 



(a) Had he withdrawn his knight, that more alone 
would have given you the game. 

[h) You might cover check with your Q. knight, placing 
him at his bishop's third; and if he then played his K. 
kuight to your king's fourth, you would not be without 
means of sustaining your centre; in that situation, his best 
play would be to push his Q. pawn 2 squares. 

(c) Had he pushed this pawn two squares, your centre 
would have been safe. 

9. w; 
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9. 
W. The queen to her king's 2d (rf). 
B. The Q. pawn takes thep9.wo. 

10. 
W. The Q. pawn takes the pawn* 
B. K. knight t6 his ^een's 2d. 

11. 
W. K. b. pawn 2 squares* 
B. K. b. pawn 1 square. 

13. 
W. K. knight to his bishop's 3d. 
B. The K. b. pawn takes the pawn (e). 



id) If your king's bishop's pawn had been played two 
squares, he might have broken your pawns, by pushing 
his queen's bishop's pawn to the full extent. 

(e) The black player has succeeded in breaking the white 
central pawns. The design of this back game is to prore, 
how dangerous it is, when two pawns stand on a front 
line in the centre, to advance one, before your adversary 
o&rs to change. You should wait the offer, and then 
the pawn may be pushed safely. If, even after you had 
incautiously assailed the knight with your pawn, instead 
of pushing his queen's and his bishop's pawn one square 
only, ht had advanced either of them two squares, offering 
to cfiange, yoar centre would have remained safe. 



stm 
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VARIANT FROM THE FIRST PARTY, ON THK 
THIRD MOVE OF THE BLACK.; 

WITH ONE BACK GAME^ 

On the Third Move of the Black. 

1. 

W. The king*s pawn 3 squares. 
B. The same. 

2. 
W. K. bishop to his Q. bishop's 4th. 
B. The same. 

3. 
W. Q. b. pawn I square. 
B. The queen to her king's bishop's 3d (a).«&9 

4. 

W. K. knight to his bishop's 3d (J). 

B« Q. knight to his bishop's 3d (c). 

5. W. 

(a) As^ instead of this moye, he might haye played his 
queen to your king's rook's fourth, it will be the subject 
of a back game. 

{b) He forces you to g^t out your king's knight before 
your pawn ; but after repelling the attack, you may ma-' 
noeurre to bring the pawn into play. You might for the 
knight have substituted the queen ; but she is better at her 
home, because she enables you to advance, with effect, the 
queen's pawn upon his king's bishop. 

(c) He plays his knight with a riew to hinder you from 

VOL. II. H pushing 
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5. 
\y. Q. kn. pawn 2 squares (d). 
B. K. bishop to his Q. knight's 3d. 

6. 
W. Q. r. pawn 2 squares. 
B. Q. r. pawn 1 square {e). 

7. 
W. Q. pawn 1 square. 
B. The same. 

8. 
W. K. r. pawn 1 square. 
B. The same. 

9. 

W. The queen to her king's 2d. 

B. Q. bishop to his king's 3d (/^. 

10. 
W. Q. knight to his rook's 3d. 
B. K. knight to his king's 2d. 

pushinjg; jonr queen's pawn two squares, nevertheless this 
move may be yentured ; as is Illustrated in another partjr. 
. ((/) It is not always advantageous to push the pawnson 
the wings; as the removal of the knight's pawn, in par. 
ticular, lays open the rook^ such a step must be taken 
cautiously. 

(ej If he had advanced this pawn two squares, you must 
have pushed yours, upon his knight, according to the rule, 
already prescribed, always to advance the attacked pawn'. 

(/) Not being able to turn your king's bishop's action 
with, his pawns, he interposes his queen's bishop. 

7 11. w. 
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II. 

W. The bishop takes the bishop. ' 
B. The queen takes the bishop (g). 

12. 
W. Q. knight to his bishop's 4th. 
B. The king castles Vfith his rook {h). 

13. 
W. The Q. knight takes the bishop. 
B. The pawn takes the knight. 

14. 
W. Q. bishop to his king's 3d. 
B. K. knight to his Q. bishop's square. 

15. 
W. The king castles with his rook. 
B. K. b. pawn 2 squares. 

16. 
W. The K. pawn takes the pawn (i). 
B. The queen takes the pawn ( A: ) . 



(g) He might take with the pawn, and it would not be 
bad plaj. 

(A) Had he casded on his queen's side, he would hare 
conmiitted to you the advantage of situation* 

(t) Had you not taken this pawn, he would have adranced 
it another move upon your bishop^ have dislodged him, and ob- 
tained an easy attack upon your king'is wing with his pawns. 

{k) N0W5 the pursuit oi the white must be, to change 
the king's bishop's pawn with the adverse king^s pawn, wad 
that will turn the advantage on his side. G 3 5 8 2 6 A 

H a BACK 
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BACK GAME. 

On the Third Move of the Black. 

3. 
W. Q. b. pawn 1 square. 
B. The queen to th6 adverse king's rook's 4tb. 

4. 
W. The queen to her king's 2d. 
B. K. knight to his bishop's 3d* 

6. 
W. Q. pawn 1 square. 
B. K. knight to the adverse K. knight's 4th. 

6. 
W. K. kn. pawn I square (a). 
B. The queen to her bishop's 3d (&). 

7. 
W. K. knight to his rook's 3d (c). 
Q. Q. t»^wn 1 square. 



(a) On this more, the king's knight might be played to 
his bishop's third. 

(b) Uy instead of his queen's retreating, his bishop had 
taken your king's bishop's pawn, giving check, you^*must 
have taken his bishop with your queen ; and you would have 
gained a piece. 

(c) The rook's third square is not commonly the best 
place for the knight, but it is necessary in the present 
crisi*. 

8. W 
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W. K. b. pawn 1 square. 

B. K. knight to the adverse king's 3d {d). 

9. 

W. The Q. bishop takes the knight. 
B. The K. bishop takes the bishop. 

10. 
W. The queen takes the bishop. 
B. Tbe Q. bishop takes the knight. 

11. 
W, Q. knight to his queen's 2d. 
B. The same(e). 



(dj Had he withdrawn this knight^ jou must then have 
placed yours, no if attacked, at his bishop's second square ; 
and at the subsequent moye, haye played your queen's bishop 
to the king's third, to taice off the adverse bishop. 

(ej The white player has seyerd moves over the black* 
The latter ^as been engaged io a speculation which can 
scarcely preva^ against a good player. The queen making 
the premature attack has retreated, and she must again re. 
moye, to ayoid the approach of the iidverse, and make way 
for her own paivns* 



If the principle of the second Essay in the 
Introduction be correct^ the use of this back 
game^ from the sixth move^ is superseded. 

H 3 ©frtlj 
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W. The king's pawn 2 squares. 
B. Q. b. pawn 2 squares (a). 

2. 
W. K. b. pawn 2 squares. 
B. Q. knight to his bishop's 3d. 

3. 

W. K. knight to his bishop's 3d (ft). 

B. K. pawn 1 square. 

4. 

W. Q. b. pawn 1 square (c). 

B. Q. pawn 2 squares. 

5. W. 



(a) This w^ of opening the game, when 70a hare not 
the move, is entirely defeo^ve, and therefore not to be 
adopted if any advantage is granted ; but, commencing on 
equal terms, it is a good experiment oathe strength of vol ad« 
Tersary with whose skiU yon are unacquainted. 

(b) Had you not brought out the knight, it wouM have 
been his game to force you to play the gambit, by pushing 
his king's pawn two squares ; and yon could not take with, 
out being exposed to a check from his queen. The train of 
moves, then induced, would terminate in his fayonr, if he 
played critically correct. 

» (c) You might have pushed your queen's pawn two 

squares, 
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B. 
W. K. pawn 1 square. » 
B. K. b. pawn 2 squares fdj\ 

6. 
W. Cl. pawn 2 squares. 
B. K. knight to his rook's 3d (e). 

7. 
W. Q. bishop to his king's 3d. 
B. The queen to her knight's 3d (^fj. 



squares, in order to change it yfith his -queen's bishop's 
pawn, and this move would not be amiss ; but it would bring 
his king's bishop to his queen's bishop's fourth, where he 
would give great annoyance to your pieces, unless you had 
your queen's bishop to oppose him. 

(d) He 'might have played his queen's pawn one square; 
in that case, you must have taken his pawn with yours, to 
hinder him from placing his pieces on the side of his queen^ 
correspondently to those on your king's side. 

(e) It would be bad play in him to take your pawn, as 
that would be clearing the way for your queen's knight ; 
so it Would be wrong for you to take his pawn with yours, 
as that would present an advantageous post to his king's 
bishop. 

■ 

Cfj He attacks your Q. kn. pawn in order to induce you 
to push it, but it is better to sustain it ; for if it leave its 
place, he may, by pushing his Q. r. pawn two squares, form 
a successful attack on your left wing. 

H 4 8. \V. 
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8. 
W. The queen to her 2d square. 
p. K. knight to his bishop's 2d (g). 

W. The Q. pawn takes the Q. b. pawp (h)^ 
B. The K. bishop talies the pawn, 

IP. 
W. The Q. bishop takes the bishop. 
B. The queen takes the bishop. 

11. 
W. Q, knight to his roo^^s 3d (ij^ 
B. K. kn. pawn 2 squares (k). 



(g) Hsid he attacked your Q. bishop with this knight| 
you must not Ha^ye suffered him to change piece for piece : 
but have withdrawn your bishop, and. forced his kpight tp 
retreat afterwards. 

(h) As your Q. knight cannot sally, without exposing 
you to the risk, of having either a pawn doubled, or you^- 
queen forced, it is necessary ^o take off his K. bishop. 

CzJ You play this knight that he may be in a course ta 
cooperate with your K. knight at your queen's fourth; 
the rook's third is the best post he can at present take. In 
general, it is essential to keep open a free communication 
between the knights; ^s It is desirable to post them on 
squares, where they can neither be attacked by pawns, nor 
forced by other pieces to retreat. 

(kj He pushes this pawn with a view to break your cen. 
fye^ and it would be assisting his scheme to take it. 

13. W. 
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W. K. kn. pawn 1 square, 
B. H, r, pawn S squares flj. 

13. 
W. K. r. pawn S squares. 
B. The K. kn. pawn takes the K. b. pawn fmj^ 

14: 
W. The K* kn. pawn takes the pawn. 
B. King's rook to its knight's square (nj. 

15. 
W. K. knight to the adverse K. knight^s 4th. 
B. K. knight to his rook's 3d (oj. 



(I) His design is to make an opening for his king's rook^ 
and were he allowed to push this pawn another square, h« 
would force and break the rear of your cordon of pawns. 

(m) As your K. knight, sustained by two pawns, may 
safely place himself at his fifth square, so the adversary 
takes your pawn, that he may procure for his knight a 
similar post. 

(nj He plays this rook, to secure the command of th« 
£le. Here is a juncture at which a rook may well be sacri- 
ficed for another piece. Supposing that you were not to 
close this line with your knight, he would remove liis rook 
to your king's knight's fourth square, where, supported 
by two pawns, it could not be taken, without concentring 
his pawns. 

foj He plays this knight with a design of procuring him 
as good a place as yours now occupies. 

16. W. 
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16. 

W. Q. knight to his bishop '« 2d. 

B. K. knight to the adverse K. knight's 4tb. 

!?• 
W. Q. knight to his queen's 4th (p). 
B« The king to his 2d square. 

18. 
W. K. bishop to his king's 2d. 
B. Q. bishop to his queen's 2d. 

19« 
W, The king castles with his rook (q). 
B. Q. rook to its bishop's square. 

20. 
W. a. rook to its bishop's square (r). 



(p) By this moTe you break the direction of his queen, 
and your two knights are united to attack and take his 
king's pawn. 

(g)- It would be dangerous to castle on your left, because 
the adversary might form an easy attack upon your king.; 
besides, your king must occupy his knight's third square, 
in order to restrain the adverse king's knight, and in the 
mean while sustain your pawns. 

(r) This is necessary to prevent him from making himself 
Blaster of that file, by changing his knight for yours, the 
consequence of which would give him the game. The rookf 
are never to yield the openings. At present the game is 
even, except that the pawn advanced on the ground of the 
black, may be said to give the white some little advantage. 

The 
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The conduct of the regular parties is ana- 
lytical^ the most exquisite farm of. each taking 
the lead^ from \vhich the back games that 
branchy are inferior, cither in the dexterity, or 
the regularity of the moves. By some of the 
back games it appears, that a placer may com- 
mence his investment of the adverse party in 
form, and yet, . from the manner of the play 
that is opposed to him, be diverted into irre- 
gularity. Again, on the other hand, it will 
appear, from some examples of the Salvio 
Gambit, on which we are going to enter ; 
that when one player meditates a speedier cir- 
cunivention than regularity of approach could 
effect; defensive movements may be adopted 
by the other, of a systematic character, the 
influence of which shall be so strong, as t6 
impress, by degrees, a conformity to method 
on the attitude of both sets of pieces. At the 
same time, in practice it will be faimd, tiiat t 
continual recurrence to principle must modii*' 
late the movements of gambits, or they will 
resemble the incursions of the Cossacks. The 
difficulty is, when you attempt a coup de main 
at Chess; to preserve such an arrangement, 
that yau may return, to the progressive method^ 
if obliged, without taking lower ground than 
th^ adversary. 

Clie 
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FIRST PARTY, 

WITH THREE BACK GAMES. 

1. 

W. The king's pawn 2 squares. 
B. The same. 

2. 
W. K. b. pawn 2 squares. 
B. The pawn takes the pawn, 

3. 
W. K. knight to his bishop's 3d. 
B.'^K. kn. pawn 2 squares. 

4. 
W. K. bishop to his Q. bishop's 4th. 
B. K. kn. pawn 1 square. 

5. 
W. K. knight to the adverse king's 4th. 
B. The queen gives check. 

6. 
W. The king to his bishop's square. 
B. K. knight at his bishop's 3d {a). 



7. W. 



(a) 1>0CT0R Saltio, in his Treatise, printed at Naples, 
in the year 1723, lays down this defence of the gambit, 4)ut 

without 
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7. 
W. The queen to her king's square (bj. «C^ 
B. The queen takes the queen (c); ^C^ 

8. 
W. The king takes the queen. 
K The K. knight takes the K. pawn (flf). -C:^ 



without examining thoroughly any combination : the great 
number of moves which arise and succeed each other every 
instant in this party, very possibly may have prevented 
him from analysing and calculating the matter. PHniooR. 

PuiLiDOR can only mean, that Salvio has not detailed 
any combinations different from the step dictated, in 
collateral notes on the play ; though it is evident that h« 
must have traced them, from his ultimately fixing on the most 
complete defence* Editor. 

{b) The seventh move may be varied ; but only three 
other courses are worth examination: the mediocre is to 
take the pawn with the bishop, and give check, as in the 
first and second back games — the more objectionable, to 
play the queen's pawn two squares, as in the supplement to 
the first back game— the best, to play out the Q. knight, as 
in the Second Party. 

(c) If, instead of taking your queen, he had pushed hit 
king's knight's pawn, you must have taken his king's bishop's 
pawn, giving check, and then have played your knight to 
your king's bishop's third square. 

(d) Had he pushed his queen's pawn one square, instead 
of toking your pawn with his knight; you must have taken 
his king's bishop's pawn with your knight, and sacrificed thei 
knight and bishop for two pawns and a rook ; the subject of 
the third back game. 

9. W. 
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9. 

W: The K. bishop takes the pawn, and gives 

check. 
B. The king to his 2d square (e). 

10. 
W. K. bishop to Q. knight's 3d (/). 
B. K. knight to his bishop's 3d [g). 

11. 
W. Q. pawn 3 squares. 
B. Q. pawn 1 square. 

12. 
W. K. knight to his queen's 3d (ft). 
B. K. pawn 1 square {i). 



' (e) If he had moved his king to his queen's square, it 
would have been your game, to hare drawn back your king's 
bishop, in order to give a divergent check with your knight^ 
or make him lose a turn. 

(/) In this situation you must either win a pawn^ or 
force the change of his king's rook for your knight. 

(g-) Had he pushed his queen'B pawn one move, it would 
have been proper to have attacked his rook with your 
knight, and then to take his queen's pawn with the knight, 
leaving his rook exposed to your bishop. 

(A) It would be bad play to attack his rook with yonr 
knight^ who, being without a retreat, would at length be 
forced and taken. 

(0 Being no longer able to sustain this pawn, he pushes 
ft; you must readily take it, because his pawn left separate 
will eventually be lost. 

13. W. 
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13. 

W, The pawn takes the pawn. 

B. The pawn takes the pawn. ' 

14. 
W. The kin^ to his bishop's 2d. 
B: Q. bishop to adverse K. knight's 4th. 

15. 
W. Q. bishop to adverse K. knight's 4th. 
B. Q. knight to the queen's 2d. 

16. 
W. Q. knight to the queen's 2d. 
B. Q. rook to its king's square (k). 



(k) In this position the white party have this advantage^ 
that their pieces are disposed in better order ; nevertheless, 
this manner of playing the gambit is no ways advantageous 
agdnst a player, to whom a piece is granted ; though this 
mode of approach, when the contest is without odds, is as 
calculated as any to foil an ingenious defence. Salvio's 
preparation to meet the gambit, comprises a spear as well as 
a shield ; and is extremely adapted to jtake the attack put of 
the hands of the assailants 



FIRST 
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THE SALVIO GAMBIT. 



FIRST BACK GAME, 

TO THS FIRST VkUTY, 

On the Seventh Move of the While. 

7. 
W, The king's bishop takes the pawn> and gives 

check. 
B. The king to his 3d square (a). 

a 

W. K. bishop to Q. knight's 3d (6;. 
B. Q. pawn 1 square (c). 



(a) Salyio here directs the removal of the king to his 
queen's square; but, after the most exact calculations, I 
think it would be better to play the king to his second 
square : that the reader may, however, judge which is th^ 
preferable course, I exhibit both ways of playing, adding a 
variation on the seventh move of the black. 

(b) You are forced to withdraw the bishop, in order lb 
avoid the loss of a piece. 

(c) If he had taken your king's pawn with his knight, 
you must have played your queen to your king's square, to 
ofifer an exchange of qu#ens, which would restore your 
game to a firm state of defence ; but if, instead of pushing 
this pawn, he had played his knight to his king's rook's 
fourth, you should have taken his king's knight's pawn 
with your queen, permitting afterwards a divergent check 3 
then, by taking his knight with your pawn, although his 
queen may take your rook, your situation fr«m embarrass, 
ing rises to advantageous. 

9, W. 



9. 

W. K. knight to the qwien't^ 3d {d). 
B. K. knight to hit xoMl^s 4th. 

la 

W. The queen to her jkiag'^ squave. 
B. K. kn. pawn 1 square (e). 

11. 
W. The king jto his knigbt't aquare (/).. 
B. K. bishop to bis knight's Sd (g). 

12. 
W. Q. b. pawn 1 square. 
B. The queen to her K. knight's 4tb. 

13. 
yf.% K. biifaop toUd^e queen's square. 
B. Q. biflfhop to adverse K. knig^'s 4f(h. 



fd) This is an incommodiotis retreat for your kni^t; 
%nk if yott iiad attacked 'his rook, your piece would haTe 
been forced. H ts the adverse king, played to his second 
jqnare, on the seventh move, that has thrown your gam^ 
into so perplexing a situation. 

(e) Had he given check with his knight, yon would hava 
won a piece by removing your king ; and if he had ex- 
changed queens, yon would have put an end to his attack. 

(f) This move is requisite to support your kmg's rook. 

(g) This is done that, if your pawn take bis, he may 
Ci?e yon cheeky and speedily win 
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14; 

W. The bishop takes the bishop. 
B. The queen takes the bishop. 

15. 
W. K. r. pawn 1 square (h). 
B. The queen to her K. knight's 3d. 

16. 
W. The queen to her king's 2d (i). 
B. Q. knight to the queen's 2d. 

17. 
W. K. knight to the king's square (A:) 



(h) It is advisable to pash this pawn ; and not to take, 
wkich would establish his king's knight upon your field. 

(i) You thus prepare for bringing out the pieces of your 
left wing, without being obliged to place your knight at his 
bishop's third. 

(k) In this position, though the black pieces have the 
advantage^ yet the game is not irrecoverably lost^ because 
the white have still some chance of succeeding inplacioi^ 
their pawns ini the centre. 



SUPPLE- 
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SUPPLEMENT 

TO THE FIRST BACK OAMB. 

T. 
W. Q. pawn 2 squares. 
B. Q. pawn 1 square (a). 

8. 
W. K. knight to the queen's 3d. 
B. K. pawn 1 ^square. 

9. 
W. Q. knight to his bishop's 3d. 
B. The K. pawn takes the pawn^ checking. 

10. 
W. The king takes the pawn. 
B. The queen giyes cheeky &c. &c. (b). 



(a) Had he taken your king's pawn, you must hare 
played yonr qneen to your king's second. 

(b) It is unnecessary to proceed : the rariations of the 
first back game recur^ with the difference that you have one 
pawn less. 



I S SECOND 
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SECOND BACK GAME, 

TO THE tIRST FARTY, 

On the Seventh Move of the Blacky in the First Back 

Gafne. 

7. 
W. The K. bishop takes the pawn, checking. 
B. The king to the queen's square (a). 

8. 
W. Q. pawn 2 squares (6). 
B. K. pawn 1 square (c). 



(a) This does not oblige you to withdraw yoar bishop, 
IS in the first back game ; so that, remaining in advance, 
he may hinder the adverse king's knight from vaulting to 
fafs''king*8'TOok*8~iunrtii, ^where his- presence- trthmgerotts. 

(b) Had you withdrawn your king's bishop to attack the 
king and rook.with your knight, he would have played his 
knight to his king's rook's fourth, and sacrificed his rook 
to win the game. 

(c) There' were two other-ways for him to have played; 
the. first, to force your knight to retreat, by pushing fats 
queen's pawn upon him ; the other, to take your king's 
pawn with his knight ; in the latter case, you should offer 
an exchange of queens hy playing your^ to your king's 
square. 

9. W. 



9. 

W. Q. knight to his bishop's 3d (dj. 
B. Q^ pawn 1 square. 

10. 
W. K. knight to the queen's Sd, 
B. The K. pawn takes the pawn. 

11. 
W. The king takes the pawn. 
B. The queen gives check. 

12. 
W. The king to his knight's square fe). 
B. K. kn. pawn 1 square* 

13. 
W: K. knight to his bishop's 4th ffj. 



(d) Had 70a take9 U$ pawa mth yVmrt, he would liaT« 
won the game. 

fe) If 70U had moTed the king to liis bishop'^ ^cond 
sqaare^ the black would hare won the game, br fiying 
check with his king^s knight's pawn, and, at the next more, 
cbeck with his king's knight* 

(f) This moTe forces his queen to retreat, and allows 
time to put your game in a state of defence. If you could 
exchange queens, your condition would be still better, for 
your pawns not only stand in tbe centre, but are farther 
adyauced tban bis. 



t 3 THIRP 
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THIRD BACK GAME, 

TO THE FIRST PARTY OF THE SALVIO 

GAMBIT, 

On the Eighth Move of the Black. 

8. 
W. The king takes the queen. 
B. CI. pawn 1 square (a). 

W. The K. knight takes the K* b. pawn. 
B. Q. pawn 1 square. 

10. 
W. The K. bishop takes the pawn (J). 
B. The K. knight takes the bishop. 

11. 
W. The knight takes the rook* 

B. K. knight to his bishop's 3d (c). 

12. W. 



<(o) If instead of this, he had played his queen's knifht 
fo his bishop's third , you must haye taken his knight 
with jours, and sustained your king's pawn, by that of 
your queen. 

(b) It is better to take his pawn, than to surrender your 
bishop to it, because his rook still remains exposed* 
•' (c) He might with his koight hare attacked your queen's 

bishop's 
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12. 

W. Q. pawn 1 square. 

B. K. bishop to his knight's 2d. 

13. 
W; Q. b. pawn I square (d). 
B. The bishop takes the knight fej. 

14. 
W. The Q. bishop takes the pawn. 
B. Q. b. pawn 1 square. 

15. 
W. The knight to his queen's 2d ffj. 



bishop's pawn^ which jou would have defended with your 
queen's knight. 

(d) This move is necessary before you take the gambit 
pawn, because he would else take your king's pawn by 
sacrificing his knight, and afterwards take your queen's 
knight's pawn with his bishop. 

(e) He could not have sustained the king's or gambit 
pawn for more than two or three moves. 

(/) In this situation, it is better to advance the king 
under the pawns, than to castle, and you will have then a 
better |;ame than your adversary. 



I 4 The 
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The king "vrill loie nothing in security by 
not castling/ hut in speaking as if he had 
that alternative^ it seeiis to have escaped 
Phi LI DOR, that the king cannot use it this 
game^ having moved-^moved twice, reaching 
his original square. His standing there ac- 
counts very easily for the mistake. 



decottti 
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OF THE SALVIO GAMBIT; 

WITH ONE BACK GAME, 

. On the Seventh Move of the White. 

1. 

W. The king's pawn 2 squares* 
B« The same. 

2. 
W. K. b. pawn 3 squares. 
B. The pawn takes the pawn. 

3. 
W. K. knight to his bishop's 3d. 
B. K. kn. pawn 2 squares. 

4. 
W. K. bishop to his Q. bishop's 4th. 
B. K. kn. pawn 1 square. 

5. 
W. K. knight to adverse king's 4th (a). 

4 

B. The queen gives check. 

«*^^— ——^—— —*—'—— ^ ■ ' M— — «. n il I . Ill I ■l l i l M ■■ in ■ ■ I Ml I , ^ 

(a) You might castle at the fifth move, and suffer him to 
take your knight; you then take his knight's pawn with 
yonr queen, and depend for reprisals on attacking his king's 
Ushop's pawn. Ail your pieces would promptly take ex. 
cellent stations, and before be could secure his king, able 
manftenvring might expect an tqniTalent for the knight. 

«. w. 
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6. 

W. The king to his bishop's square. 
B. K. knight to his bishop's 3d. 

7. 
W. Q. knight to his bishop's 3d (6). *C^ 
B. Q. pawn 1 square (c). 

8. 
B. K. knight to his queen's 3d ((/)• 
B. K. pawn 1 square. 

9. 
W. K. kil. pawn 1 square (e). 
B. The queen gives check. 



(&) If yovL had taken his king's bishop's pawn urith your 
knight, he would, by pushing his queen's pawn two squares, 
have gained two pieces for his king's rook. The same pawn 
might be taken with the bishop, and check giyen at the 
moment, the subject of the back game. 

(c) Had he brought out his queen's knight to his bishop's 
third, you must hare taken his knight with yours, and then 
offered queen for queen at your king's square. 

(d) Had you taken his king's pawn with your knight, 
he would have left his rook exposed, playing his king's 
knight to his rook's fourth, as a prelude to a double attack, 
on your king and rook, which would throw you into a 
disagreeable situation. 

(e) Had you taken the pawn with yours, he would, by 
taking with his king's knight's pawn, hare opened the line 
for his queen's bishop ; by which you would be exposed to 
the hazard of losing your q^eeo^ or receiTing check-mate. 

10. w. 
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W. The king to his bishop's 2d. 
B. The queen gives check. 

11. 
W. The king to his 3d square. 
B: The K. bishop gives check. 

12. 
W. The K. knight covers the check; 
B. Q. b. pawn 1 square (/). 

13. 
W. The queen to her K. bishop's square. 
B. The queen takes the queen. 

14. 
W, The K. bishop takes the quern. 
B. K. bishop to his knight's 3d {g ). 

15. 
W. K. r. pawn 1 square. 
B. K. r. pawn 2 squares. 



m 



(f) He plays this pawn to prevent his queen being forced. 
(See the situation at the thirteenth more of the second back 
game of the first gambit, volome the first.) And should he 
castle, or otherwise vary his play, it would be your game to 
propose queen for queen, at your king's bishop's square. 

(^) It was expedient to withdraw this bishop, for by 
pushing your king's rook's pawn two squares, you would 
hare broken all his pawns. 

16. W. 
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16. 

W. Q. pawn 2 squares (ft). 



(k) From this period the endeavour of each must be, to 
bring out the pieces as soon as possible ; but the white must 
persist in not taking the king's knight's pawn with his 
rook's pawn ; and though the black have the adrantage 
in numbers, by a pawn^ the situation of die white will thes 
be preferable. 



BACK 
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BACK GAME, 

On tHe SnenthMovt ^ the White. 

7. 
W* The K, bishop takes the pawn, and giv«i 

cheek. 
B. The king to his 2d square (a). 

W- K. bishop to his Q. bishop's 4th. 
B. Q.pawn 1 square (6). 

9. 
W. K. knight to bis queen's 3d. 
B. K. knight to his rook's 4th. 



(a) Had he withdrawn his king to his queen's square^ jo* 
ihould have pushed your queen's pawn to its extent, An& 
you would haye obtained a firm position ; but by this move^ 
he dictates the retreat of your king^s bishop, or by pushing, 
his queeH!s pawn he would gain a piece. 

(b) He had two other ways of playing; the one, to tak» 
your king^s pawn with his knight, on which you play your 
queen to the king's second square, letting him gi^e adi- 
Tergent check with his knight, that sacrificing your rook Cotr 
the knight, you might win the game. The other way wouLA 
be, to transport his king's knight to his rook's fourth, ra 
which case you ought to propose an 'exchange ef queens at 
your king's square. This direction occurred in the firsi; 
party. The counterplay Uf some strokes must be as before^ 
although by th« eighth move of the white the position it 
altti^. 

10. w. 
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10. 
W, The queen to her king's square. 
B. The queen to her K. bishop's 3d (c). 

11. 
W. K. pawn 1 square. 
B. The Q. pawn takes the pawn. 

12. 
W. The queen takes the pawn^ and gives 

check. 
B. The queen takes the queen. 

13. 
W. TheK. knight takes the queen {d)^ 



(c) Had he given check with his knight, yon ought to 
hare withdrawn your king to his knight's square, and then 
he would lose a piece ; and had he taken your queen, yon 
ought to have taken with your knight, to facilitate the 
bringing oat your pieces. 

((/) In the present situation, the while seem to hare the 
bes^ of the game. I^iLiDoa. But why, at the tenth more, 
is not the train of play for the Black, as in the first Back- 
game to the first party ? The difference in the place of the 
white K. bishop is no obstruction. Editor. 



^Ugfflt- 



'^'.- 
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dnpplement^ to fatmtt ^ivm- 

SUPPLBMENT I. 

To the First Gambit ia the First Volume: 

WITH TWO BACK GAMES; 
On the Fifth Move of the Blacky and the Sixth of the White. 

I. 

W. The king's pawn 2 squares. 
B. The same. 

2. 
W. K. b. pawn 2 squares. 
B. The pawn takes the pawn. 

3. 
W. K. knight to his bishop's 3d. 
B. K. kn. pawn 2 squares. 

4. 
W. K. r. pawn 2 squares. 
B. K. kn. pawn 1 square. 

5. 
W. K. knight to adverse king's 4th. 

B. K. knight to his bishop's 3d. ^^ 

6. •■•••■•••• 

W. Q. pawn 2 squares (a). *C4 
B. Q. pawn 1 square. 

7. W- 

(a) You might have taken .his king^s knight's pawn with 

your 
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7. 
W. K. knight to his queen's 3d. 
B. The K. knight takes the K. pawn. 

8. 
W. The Q. bishop takes the pawn (6).' 
B. The queen to her king's 2d. 

9. 
W. The queen to her king's 2d (c). 
B. K. bishop to his knight's 2d. 

10. 
W. Q. b. pawn 1 square. 
B. K. r. pawn 2 squares. 

11. 
W. K. kn. pawn 1 square. 

B. Q. pawn 1 square. 



jour knight^ but .your pieces would have been t90 much 
•ntangled; neTertheless, I shall make it the subject of a 
back game. 

(6) At present he has the superiority over you of a pawn, 
but in abatement ojf that advantage, it is to be obsenredy 
that the pawn which should be foremost, being left behind^ 
will remain useless till it attain your king's bishop's fourth 
•ijuare. 

(c) Let him have played what piece he would, you cer* 
tainly should have played as you hare done, unless he had 
txpoaed some piece to be taken. 



12. W. 
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12. 

W. K. bishop to his knight^s 2d. 
B. K. b. pawn 2 squares (d). 

13. 
W. Q. knight to his queen's 2d. 
B. Q. bishop to his king's 3d. 

14. 
W. The king castles with his rook (e). 
B. Q. knight to his bishop's 3d. 

15. 
W. The king to his rook's 2d. 
B. The king castles (/). . 



((/) His knight, which he arms with two pawns, you 
must forbear taking; as it would unite his pawns in the 
centre, introducing his king's bishop's pawn, now useless^ 
to a post that would ensure him the game. 

(e) It is better to castle on your right than on your left ; 
because your king will sustain the knight's pawn, in case 
your adversary takes your queen's bishop. 

(/) The position of the two parties is nearly even. The 
white must carry all his disposable force against the adverse 
king's bishop's pawn, in order to take it : the black, on 
the other hand, must manoeuvre to exchange the king^s 
knight, in order to unite his pawns in the centre. It is ap- 
parent from this gambit, that it is not advantageous to push 
the king's rook's pawn two squares, at the fourth move. 



TOL. II. K FIRST 



130 



FIRST BACK GAME, 

On the Fifth Move of the . Black. 

5. 
B. The queen to her king's 2d. 

6. 
W. Q. pawn 2 squares (a). 
B. Q. pawn 1 square. 

7. 
W. The K. knight takes the K. kn. pawn. 
B. The queen takes the K. pawn, checking. 

8. 
W. The queen interposes (&). 



(a) Had you taken the exposed pawn with your knight, 
he would hare pushed his king's bishop's pawn upon your 
knight, forcing him to retire to your king's bishop's second : 
he then, taking your king's pawn with that of his bishop, 
would haye secured the advantage of position. 

(6) In this situation yon must exchange queens, as the 
most eligible step ; and afterwards take the gambit pawn. 
The two games are even. It Is obyious, that this way of 
playing the gambit is neither of a yery interesting nature, 
nor productive of the after-games or numberless yariations 
which spring from Salyio's gambits. 



SECOND 
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SECOND BACK GAME, 

On the Sixth Move of the White. 

W. The king's knigfait takes the knight's 

pawn (a). 
B. The K. knight takes the K. pawn {b). 

7. 
W. The queen to her king's 2d. 

B. The same(c). 

8. 

W. Q. knight to his bishop's 3d {d). 

B. K. knight to adverse K. knight's 3d, 



(a) Had you played the king's bishop to your queen's 
bishop's fourth, attacking his king's bishop's pawn, he 
would have remoyed his queen to her king's second, and 
rendered your position distressing. 

(6) It would be bad play to take your knight. 

(c) Though he defends his knight with his queen, he 
might safely hare sustained him, by pushing his queen's 
pawn ; in which case, yon must hare played your king's 
knight to liis bishop's second. 

{d) To hinder him from pushing his queen's pawn two 
squares; but if, contrary to your expectation^ he should 
0o push it, you may safely take iU 

K 8 9. W, 
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9. 
W. The queen takes the queen. 
B. The K. bishop takes the queen. 

10. 
W. K. rook to its 2d square. 
B. Q. pawn 2 squares (e). 

11. 
W. K. knight to adverse king's 4th. 
B. Q. b. pawn 1 square. 

13. 
W. Q. pawn 2 squares. 
B. K. knight to his bishop's 4th. 

13. 
W. K. knight to his bishop's 3d. 
B. K. bishop to his queen's Sd. 

14. 
W. K. bishop to his queen's 3d {/). 



iW^kMM.«« 



(e) Had he played the knight to his king's bishop's fourth, 
you must hare attacked his king's bishop with your queen's 
knight, to force his removal ; and If he had afterwards 
taken the rook's pawn and given check, you should have 
taken his bishop with your rook, to give check with your 
queen's knight. 

(fj The game is nearly even : the gambit pawn will in 
time be taken, as it is separated, and cannot be sustained, 
but by the pieced. 

ftUPPLR^ 
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SUPPLEMENT II. 

To the Third Party in the First Volume ; the 

Black moving first. 

WITH ONE BACK. GAME, 

On the Seventh Move of the White* 

1. 

B. The king's pawn 2 squares. 
W. The same. 

g. 
B. K. knight to his bishop's 3d* 
W. Q. pawn 1 square* 

3. 
B. Queen's pawn Q squares. 
W. K. b. pawn 2 squares. 

4. 
B. The Q. pawn takes the K. pawn. 
W. The K. b, pawn takes the pawn. 

5. 
B. K. knight to adverse K. knight's 4ib* 
W. Q. pawn 1 square (a). 

(a] It is better to push this pawn the second square^ than 
to expose the queens, which would bring on a series of very 
puzzling moTes ; whereas, on the mode intended to be pur* 
saed, whether he take the king's pawn, or retreat with the 
king's knight, you will be able to defend yourself. 

K 3 6. B. 
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§. 
B. Q. pawn moves to adverse king's 3d. 
W. K. knight to the rook's 3d. 

7. 
B. Q. b. pawn 2 squares. 
W. Q. pawn 1 square (6). 4^ 

a 

B. The K. knight takes the pawn. 
W. The K. bishop gives check. 

- 9. 
B« The Q. bishop interposes. 
W. The bishop takes the bishop. 

10. 
B. The Q. knight takes the bishop. 
W. The king castles (c). 



(b) If yoQ had sustained your queen's pawn with that of 
your queen's bishop, you would have lost the game ; but in 
this situation he cannot take the pawn [that is upon the file 
of your king, without losing in return the one that is at 
your king's third. There is yet another way of plAyinf) 
giying check with the king's bishop : it will make the sub- 
ject of a back game. 

(c) The pieces of the white seem to be the better placed. 



BACK 
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BACK GAME, 

On the Seventh Move of the White. 

7. 
B. ...---. * 

W. The king's bishop gives check. 

8. 
B. Q. knight to his bishop's 3d (a). 
W. Q. pawn 1 square. 

9. 
B. Q. r. pawn 1 square. 
W, K. b, pawn to adverse king's 3d (6). 

10. 
B. The Q. r. pawn takes the bishop. 
W. The queen takes the knight. 

II. 
B. The qtieen takes the pawn. 
W. K. knight to his bishop's 4tb. 

13. 
B. The queen to adverse king's 4th (c). 
W. The pawn takes the K. b. pawn, checking. 

13. B. 

(a) Had he coyered the check with his qneen's bishop, 
you had been enabled to take his king's knight with your 
queen. 

(6) If he take this pawn with his king's bishop's pawn, 
you take his queen's knight, giving check ; and afterwards 
take his king's knight with yoar queen. 

(c) Had he taken the pawn at his king's third, and at. 

K 4 tack«d 
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13. 
B. The king takes the pawn. 
W. The queen gives check. 

14. 
B. The K. kn. pawn interposes. 
W. The queen checks at adverse queen's 4th. 

15. 
B. The queen takes the queen. 
W. The knight takes the queen. 

16. 
B. Q. bishop to K, bishop's 4th. 
W. The K. knight takes the pawn. 

17. 
B. K. bishop to his knight's 2d. 
W. Q. b. pawn 1 square. 

18. 
B. K. rook to its king's square. 
W. The king castleis. 



U " *■' 



tacked yonr queen, you must have taken his queen with 
your knight, ; and upon the capture of your queen, your 
knight, by attacking the king and rook, would have en- 
sured the game. 






The advantage of position inclines to the 
white party. 



SUFPLE- 
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SUPPLEMENT III. 

VARIATIONS BY THE EDITOR^ ON THE CUN^ 

NIKGHAM GAMBIT. 

Referred tOy ante, p. 20. 

Bo. 1. FIRST RADICAL VARIATION. 

1. 

W. The king's pawn 2 squares, 
B. The same. 

2. 
W. K. b. pawn 2 squares. 
B. The pawn takes the pawn. 

3. 
W. K. knight to K. bishop's 3d. 
B. K. bishop to the king's 2d. 

4. 
W. K. bishop to Q. bishop's 4th, 
B. The K. bishop gives check. 

5. 
W. The K. kn. pawn interposes. 
B. The pawn takes the pawn* 

6. 
W. The king castles. 
B. The pawn takes the pawn^ checking. 

7. W. 
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7 

W. The king to his rook's sqpare.^ [27it^ far 
the Inventor of the gambit.^ 

B. Q. PAWN 2 SQUARES. [Jt tHat/ prcvent mis^ 
takes to repeats that this single move is 
Professor Sarratt's ; and that the opposition 
to it is by the Editor, in vindication of Cun- 
ningham. 2 

a 

W, The K. pawn takes the pawn. 

B. Q. bishop to adverse K. knight's 4th*. 

9. 
W. Q. knight to Q. bishop's 3d. 
B. K. knight to K. bishop's 3d (a). 

10. 
W. The queen gives check, at her king's 2d • 
B. The king to his bishop's square. 



* There are two Variations on this move ; but as they 
proceed on a different principle' from the gjime begun ' in 
pa. 19, they are placed last. The first is No. 33. the second 
No. S». 




• -. 



11. w. 
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IL 

W. Q. pawn 2 squares. 

B. Q. knight to his queen*B%d {h). 

\% 
W. The queen takes the gambit pawn. 
B. The Q. bishop takes the knight^ checking. 

13. 
W. The rook takes the bishop. 
B. K. kn. pawn 3 squares. 

14. 
W. First pawn in Q. file 1 square. 
B. Tlie pawn takes the pawn (c). 

15. 
W. The queen takes the pawn, and checks. 
B. The queen interposes {d). 

1«. 
W. Q. knight to the king's 4th. 
B. Q. kn. pawn 2 squares {e). 

17. 
W. K. bishop to Q. knight's 3d. 
B. K. rook to K. knight's square. 



•WMMMP«M*M 



{b\ If the black queen be played to her 3d, the whit«k 
Q. knight must be moTed to his king's 4th. In VariatioBs 
No. 2, Q. b. pawn a square ; in Variation, No. 17^ th« 
Q» bishop takes the knight. 

(c) In Variation, No. 8, (2. b. pawn a square* 

(d) In Variation, No. 9, the king to his knight's ^d. 
{e) In Variation, No. 15, the queen takes the queen. 

18. W. 
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18. 

W. The queen takes the queen. 
B. The king takes the queen. 

19. 
W. The knight takes the knight. 
B. The knight takes the knight. 

20. 
W. Q. bishop to the queen's 2d. 
B. K. rook to K. knight's 3d. 

21. 

W. The Q. bishop gives cheeky at his Q. 

knight's 4th. 
B. The king to his square. 

23. 
W. Q. rook to K. bishop's square. 
B. K. kn. pawn 1 square. 

23. 
W. The K. rook gives check, at his king's 3d. 
B. The king to his queen's 2d. 

W. The K. bishop takes the K. b. pawn. 
B. K. rook to K. knighf s 2d. 

25. 
W, The K. rook gives check. 
B. The king to his Q. bishop's 3d. 

26. 
W. The Q. pawn gives check. 
B. The king to his Q. knight's 3d. 

27. W. 
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W. The K. rook checks^ at the adyerse 

king's 3d. 
B. The king to the Q. bishop's 2d, 

28. 
W. The K. rook takes the knight. 
B. The bishop takes the rook. 

29. 
W. The rook takes the bishop. 

Or, 

11. 
B. Q. b. pawn 1 square. 

12. 
W. The queen takes the gambit pawn. 
B. The Q. bishop takes the knight, checking (a). 

13. 
W. The rook takes the bishop. 
B. Tlie K. knight takes tJie pawn ( ft ) . 

14. 
W. The Q. knight to his king's 4th. 
B. The bishop to his king's 2d. 



(a) In Variation, No. 7, the pawn takes the pawn. 

(b) In Variation, No. 5, the pawn takes. 

15. W. 
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15. 
W. Q. bishop to K. bishop's 4th. 
B. Q. knight to his queen's 2d. 

16. 
W. The knight to the adyerse queen's 3d. 
B. The bishop takes the knight 

17. 
W. The Q.. bishop takes the bishop^ checking. 
B. The king to his knight's square. 

18. 
W. Q. rook to K. bishop's square. 
B. The queen to her king's square. 

19. 
W. The queen to her K. knight's 2d: 
B. Tlie queen to tlie adverse king's 4th • ( a) . 

20. 
W. The K. rook takes the K. b. pawn. 
B. ^ The queen takes the queen^ checking. 

21. 
W. The king takes the queen;^ 
B. Q. knight to his K. bishop's 3d. 



(a) Had he pushed the K. b. pawn 1 square, you had 
played your rook to the adverse K. bishop's 4th ; and had 
he moTed his rook, your queen had sacrificed herself for the 
K. kn. pawn. In Variation, No. 3, his Q. knight moves, 
and in No. 4, his K. knight. 

■ i: 32. W. 



1 
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W. The rook takes the Q. kn. pawn. 
B. K. r. pawn 1 square. 

23. 
W. The Q. bishop to the adverse king's 4th. 
B. The king to his bishop's square. 

24. 
W. The K. bishop takes the knight. 
B. The Q. b. pawn takes the bishop* 

25. 
W. The bishop takes the knight. 
B. The pawn takes the bishop. 

26. 
W« Q. rook takes the pawn, checking. 
B. The king to his square. 

27. 
W. Q. rook to the adverse queen's 3d« 



Or, 
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Or, 
Bo. 3. 

POSITION OF THE PIECES. 



The Black to move. 

19. 
B, Q. knight to his K. bishop's 3d (a). 

(a) No. 4, is also played from this diagram ; twt> ofh«r 
courses for the black are adverted to, in note to No. 4. 

20. W, 



1 



\ 

\ 



svppxjiMBira III. 14& 

SO. 
W. Q. bisliof to adyersq kiog's Hh. 
B. Q. kn. pawnSisquBres. , 

21. 
W. The K. bishop takes the knight. 
B. The pawntakes the bishop. 

82. 
W. The bishop takes the knight. 
B. K. kn. pawn 1 square. 

23. 
W. The bishop takes the rook. 
B. The king takes the bishop. 

24. 
W. The K. rook takes the K. b. pawn. 

Or, 
Bo. 4. 

19. 

B. The K. knight returns to his K. bishop's 

3d (a). 

20. W. 

■ I I I » ■ ■■ I » ■■ ■! I ■■ ■■ ■ Ill wm 

(a) By neither of the two Variations below^ does the 
black receive an early mate ; bat each is indefensible^ and 
the course of the white is plain. 

19. 
B. Q. kn. pawn 2 squares. 

W. The K. rook takes the K. b. pawn* 
B» The queen takes the rook. 



I 
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20. 

W. The queen takes the K. kn. pawk 
B. The king takes the queen. 



i«M«*MMiirite. 



21. 
W. The rook takes the queen. 
B. The king takes the rook. 

22. 
W. The K. bishop takes the knight, checking. 
B. The pawn takes the bishop^ 

23. 
W. The queen takes the pawn, checking. 
B. The king to his bishop's 3d. 

24. 
W. The queen takes the pawn ; and will easily wi«. 

Or. 

19. 
B. Q. knight to his 3d. 

20. 
W. The K. rook takeil the R. b. pawn. 
B. The queen takes the rook. 

21. 
W. The rook takes the queen. 
B* The king takes the rook« 

22. 
W. K. bishop to Q. knight's 3d. 
B. Q. rook to the king's square. 

23. 
W. Q. bishop to adyerse king's 4th ^ and will win. 



gl. w. 
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21. 

W. The Q. rook gives check. 
B. Thekingtohisrdok'sSd. 

99 

W. The K: rook to its 8d, giving cheek. 
B. The K. knight interposes. 

23. 
W* The Q. bishop gives check-mate. 

Or, 

JBO.. 5. 

Played from M. 2. 

13. 
B. The Q. b, pawn takes the pawn. 

14. 
W. The queen takes the bishop. 
B. The pawn takes the bishop. 

15. 
W. The bishop to the adverse K. knight's 4th. 
B. Q. knight to the queen's 2d. 

16, ' 
^ W. The knight to his king's 4th. 
B. JT. r. pawn 1 square (a). 



(a) In the Variation, No. 6, Q. rook to Q. bishop's 
square* 

i 2 17. W< 
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17. 

W. Q. rook to K. bishop's square. 
B. The king to his knight's square. 

18. 
W. The knight takes the knight, checking. 
B. The knight takes the knight. 

19. 
W. The bishop takes the knight. 
B. The pawn takes the bishop. 

20. 
W. The Q. rook gives check. 
B. The king to his bishop's square. 

21. 
W. The queen to her K. knight's 4th. 
B. The queen to her 4th. 

22. 
W. The queen gives cheeky at the adverse K. 

knight's 2d. 
B. The king to his 2d square. 

^. 
W. The queen takes the first pawn in K. b. file, 

and checks. 
B. The king to his queen's 2d. 

24. 
W. The queen takes the K. b. pawn^ and 

checks. 
B. The queen takes the queen. 

■ 

«5. W. 
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25. 

Vf. The K. rook takes the queen^ checking. 
B. The king to his Q. bishop's 3d. 

26. 
W. The Q. rook to adverse K. knight's 3d, 

checking. 
B. The king to his queen's 4th? 

27. 
W. The K. rook to adverse queen's 2d^ checking. 
W. The king to adverse king's 4th. 

28. 
W. The Q. rook to adverse king's 3d^ checking* 
B. The king to adverse K. bishop's 4th. 

29. 
W« The K. rook takes the Q. kn. pawn. Has 
a competent superiority. 



L'. 



&3 Or; 



philidor's analysis. 

Or, 
Bo- 6. 

POSITION OP THE PIECES. 



16. 

B. Q. rook to Q. bishop's square. 

17. 
W. Q. pawn I square. 
B. Q. knight to his king;'s4tb. 
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18. 

W. The K. rook takes the knight. 
B. The pawn takes the rook. 

19. 
W. The queen gives check. 
B. The king to his square. 

20. 
W. The knight takes the pawn, checking* 
B. The king to his 2d square. 

21. 
W. The knight^ returning to his king's 4th^ 
discovers check. 

Or, 

ISO. 7. 

Piaffed from No. 2. 

12. 
B. The Q. b. pawn takes the pawn. 

13. 
W. The queen takes the bishop. 
B. The pawn takes the bishop (a). 



■^ 



fa) Were the Q. bishop to take the knight^ the situation, 
at the completion of the 14th moTe> would be the same as 
in No. 5. 

I. 4 14. W. 
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14. 

W. The K. knight to the adverse Kfaig's 4th. 
B. The hishop to his king's 3d. 

15. 
W. Q bishop to the adverse K» knight's 4th. 
B. The queen to her 3d ( a). 

16. 
W. The bishop takes the knight. 
B. The pawn takes the bishop. 

17. 
W. The queen takes the pawn. 
B. K. rook to the knight's square. 

18. 
W. The K. knight takes the K. b. pawn. 
B. The bishop checks at his queen's 4th {h). 

19. 
W. The knight takes the bishop. 
B. The queen takes the knight^ checking. 

20. 
W. The queen interposes. 
B. The queen takes the queen. 

2L 
W. The rook takes the queen. The white's 
position is decisively best. 

(a) Wer» he to check ndth the bishop, yon must not take 
with the knight, but move the king to his rook'8 2d. 

(6) If his queen check at her bishop's 3d, you cover 
with the rook. 

Or, 
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Or, 

190. 8. 

Played from No. 1. 

14. 
B. Q. b. pawn 1 square. 

15. 
W. Q. knight to the king's 4th. 
B. ^\m knight tekes the knight (a). 

16. 
W. The K: rook takes the pawn^ checking. 
B. The king to his square. 

17. 
W. The queen to her king's 2d. 
B. CI. knight to K. bishop's 3d. 

18. 
W. First pawn in Q. file gives check. 
B. The queen takes the pawn. 

19. 
W. The rook takes the queen. 
B. The king takes the rook. 

20. 
W. The king to his knight's 2d. 



(6) If the king go io, his knight's 2d^ your knight takes 
the E. kn. pawn, as at the 17th move of No. 9; and the 
di&rence between the two positions will be in your favour. 

Or, 
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Or, 

Bo. 9. 

Playedfrom No. 1 . 
POSITION OP THE PIECES. 



The Blacky whp it in ckect, mtut move. 

15. 

B. The king to his knight's 2d. 

16. 
W. The knight to the king's 4th. 
B. K. rook to its king's square, 

17. W. 
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17. 

W. The knight takes the kn, pawn. 
B. The K. rook gives check. 

18. 
W. The king to his knight's 2d. 
B. The queen to the K. bishop's square (a). 

19- 
W. The knight takes the K. b. pawn. 
3. The queen takes the queen. 

20. 
W. The knight takes the queen. 
B. The bishop to his K. knight's 4th, 

W. K. rook to K. knight's 3d. 

B. K. r. pawn 1 square. 

23. 

\V. The knight to the adverse K. bishop's .2d. 
This is a close game ; but may be won. 
After obtaining the bishop and pawn 
for your knight^ you will seek to ex- 
change rook for rook^ and avoid losing 
either of your bishops for a knight ; be- 
cause a single knight is commonly as 
serviceable as a single bishop at the end 



(a) In Variation, No. 10, K. r. pazcn 1 square ; in Va- 
riation^ No. 11, the bishop takes (he knight; in Variation^ 
No. 14, the rook takes the bishop, 

of 
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of a game,— but two bishops, indepen- 
dent of other pieces, are much stronger 
than two knights. 

Or, 

Ba. 10. 

18. 
B« K. r. pawn 1 square. 

19. 
W. The knight takes the K. b. pawn. 
B. The queen to her king's square {a). 

20. 
W. The Q. bishop takes the pawn^ and checks. 
B. The king to his rook's 2d. 

21. 
W. The K. bishop checks at his queen's 3d. 
B. The K. rook interposes (&), 



^ (a) Or, 

19. 
B. The queen to -her K. knight's square. 

20. 
W. The knight to adverse king's 4th, and has the better 
game, at least bj a pawn capitally placed. 
{b) If the king remore, check with the rook, sacrificing 
it for the bishop i and then with the queen. 

22. W. 



LO 



'^^ 



':??Jl 



.^ 
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W. Q. rook to K. rook's square: 
B. The queen gives check. 

23. 
W. The Q. bishop interposes. 
B. Q. rook to K. bishop's square. 

«4. 
W. The K. bishop takes the rook^ checking« 
B. The king to his knight's 2d. 

25. 
W. The Q. rook takes the bisbop. 
B. The rook takes the knight. 

26. 
W. The Q. bishop takes the knight^ Saving 
check. The white mates in fiye moves« 

Or, 

Bo. U. 

JPlayed from No. 9. 

B. The bishop takes the knight. 

W. The Q. bishop takes the bishop* 
B. The rook takes the rook. 

20. vr. 
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20. 

W. The rook to its K. knight's 3d. 
B. The king to his rook's square (a). 

21. 
W. The K. bishop takes the K. b. pawn. 
B. K. rook to the adverse king's square ( 6 ) . 

W. Q. bishop to the adverse K. rook's 3d, 
B. K. knight to the K. rook's 4th. 

23. 
W. The K. bishop takes the knight. 
B. The queen to her K. bishop's 3d, 

2*. 
W. The Q. bishop gives check. 
B. The queen takes the bishop. 

25. 
W. The rook takes the queen. 
B. The king takes the rook. 

26. 
W. The queen takes the knight^ checking. 



(a) If his K. knight here attack your queen and rook, 
you giTe check with the Q. bishop twice ; and then discoyer 
check, compelling his knight to take your rook ; in three 
moves afterwards, your queen gi^es check.mate. 

(b) If his R. knight attack your queen and rook, your 
Q. bishop will take his queen, and his knight must take the 
rook, relinquishing the queen, to prevent an immediate 
mate. In Variation^ No. 12, Q. rook to Q. bi$hop*s square. 

Or, 
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Or, 

130. 12. 

21. 
B* Q. rook to Q. bishop *s square. 

22. 
W. Q. b. pawn 1 square. 
B. K. rook to adverse Q. krdglit's square (a). 

23. 
W. Q. bishop to adverse K. rook's 3d. 
B. The K. rook takes the pawn^ checking. 

24. 
W. The king to his rook's 3d. 
B. K* knight to his K. rook's 4th. 

25. 
W. The K. bishop takes the knight. 
B. K. rook to the adverse K. rook*s 2d^ checL 



I ing 



26. 
W. The king takes the rook. 
B. The queen gives check. 

27. 
W. The king to his knight's 2d. The black 
queen will prolong the game farthest, 
by three unavailing checks^ and then tak- 
ing the rook. 
■ I - ■ i ■ .11. 1 ■■ ... .1 , I .11 ■. 

(•) InV^riatioDj No. 13, Q, rook to Q. bt'tht^'s 3d. 

Or, 
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Or, 

23. 
B. Q. rook to Q. bishop's 3d. 

23. 
W. The Q- bishop takes the knight, checking. 
The white gives mate in two moves. 

Or, 

Bo. 14- 

. jPlayedfrom No. 9. 

18. 
B. The K. rook takes the bishop. 

19. 
W. The knight takes the K. b. pawn. 
B. The K. rook takes the pawn, checking. 

20. 
W. The king to his rook's 3d. The black 
must resign a rook to check ; And tfaea 
check with the K. knight and lose it; to 

postpone the termination of a desperate 
game. 



Or, 



lUPPLCMGHT 111, 
Of, 

mo- 15. 

Played front No. 1. 

FOSITION OF THE PIECES. 



The Black to move. 

16. 

B. The queen takes the quecit. 

n. 

W. The knight takes the queen. 
B. K. rook to K. knight's square. 

TOL. II. M 
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18. 

W. The knight takes th^ K. b. pawn. 
B. K. rook to K. knight's 2d (a). 

19. 
W. The knight to the adverse queen's 3d. 
B. Q. kn. panm 1 square (b). 

20. 
W. The knight to adverse K. bishop's lib. 
B. K. rook to K. knight*s 3d. 

21. 
W. The knight takes the bishop. 
B. The pawn takes the knight. 

22. 
W. Q. bishop to the K. bishop's 4th. Will 
win without difficulty. The white ha^ 
avoided to attack the first of the double 
pawns with his K. rook^ because it had 
allowed the black knight a dangerous 
entry into his game. 



(a) If he play the Ling to his second, you attack the K. 
kn. pawn with the K. rook ; and, on that pawn's advancing^ 
push your Q.kn. pawn in order to check with theQ. bishop; 
at length, by checking with the knight, you obtain a rook 
for the K. bishop. 

(b) In Variation, No. 16, K.kn,pawn I gquare. 



Or, 
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Or, 

JSO. 16. 

19. 
B. K. kn. pawn 1 square. 

«0. 
W. Q. bishop to the adverse K. rook's 3d (a). 
B. The pawn takes the rook. 

21. 
W* The knight to adverse K. bishop's 4th. 
B. The bishop to his K. knight's 4ftfa. 

22. 
W. The Q. bishop takes the rook, checking. 
B. The king to his square. 

23. 
W. The rook to its K. bishop's square. 
B. K. knight to K. rook's 4th. 

2*. 
W. The rook takes the pawn. 
B. The knight takes the bishop. 

25. 
W. The knight takes the knight> and checfcs. 
B. The king to his 2d. 



(a) Yoa win, irere yoii to removed the rook to the adrene 
K. bishop's 4th ; and then take the Q. kn. pawn, or guard 
against the closer approach of the K. kn. pawn, according 
as he mny plii^ * but it does not' give ybn such full posses. 
sioQ of the board. 

M 2 26. W. 
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g6. 
W. The rook checks at the adverse K. bishop's 

2d. 
B. The king to his queen's 3d. 

27. 
W. The knight checks at the adverse K* bishop 's 

4th. 
B. The king to his Q. bishop's 3d. 

28. 
W. The rook takes the pawn ; completing the 
superiority. 

Or, 

Bo. 17. 

Played from No. 1 . 

11. 
B. The Q. bishop takes the knight. 

12. 
W. The rook takes the bishop. 
B. The queen to her king's 2d. 

13. 
W. The queen takes the gambit pawn. 
B. K. knight to adverse knight's 4ih(a): 



(a) In Variation, No. 18. K, kn, pawn 2 squares. 

14. W. 
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14. 
W. The queen to her K. bishop's 4th. 
B. K. r. pawo 3 squares. 

15. 
W. First pawn in Q. file 1 square. 
B. The queen checks at the adverse king's 
square. 

16. 
W. The king to his knight's 2d (a). 
B. K. b. pawn 1 square. 

17, 

W. The pawn takes the Q. b. pawn. 
B. Q. knight to his bishop's 3d. 

18. 
W. The queen checks at the adverse queen's 3d. 
B. The king to his square. 

19. 
W. K. bishop to adverse king's 3.d. 
B. Q. knight to his king's 4th. 

20. 
W. The pawn takes the knight. 
B. The knight takes the pawn. 



■Wiil'l" 



(a) Or, 

16. 
W. The rook interposes. 
B. The knight checks. 

17. 
W. The king to his knight's 2d. 

M 3 21; W. 
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21. 
W. Q. bishop to his king's 3d. 
B« The queen takes the rook. 

«2. 
W. Q. knight to adverse queen's 4th. 
B. K. b. pawn 1 square. 

23. 
W* The queen takes the knight 

Or, 
Bo. 18. 

IS. 
B. K. kn. pawn 2 squai^s. 

14. 
W. Q. bishop to his queen's 2d. 

B. K. knight to adverse knight's ^h faj. 

15. 
W. The queen to K. knight's 2d. 
B. K. r. pawn 2 squares. 

16. 
W. First pawn in Q. file 1 square. 



(a) In Variation, No. 19, JjT. rook to K. knighVs square. 
In No. 20, jr. knight to adverse king's 4th. 
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Or, 

14. 

R. K. rook to K. knight^s square. 

15. 
W. First pawn in Q. file 1 square* 
B. The pawn takes the pawn. 

16. 
W Q. rook to K. bishop's square. 
B. K. kn. pawn 1 square (a). 

17. 
W. The queen takii| the bishop. 
B. The pawn takes the rook. 

18. 
W. The Q. bishop gives Qheck, at th« a^versi 

rook*s 3d. 
B. The K. rook interposes^ 

19. 
W. The rook takes the pawn. 
B. Q. knight to queen's gd. 



(a) Or, 
16. 
B. K. rook to K. knight's 3d. 

17, 
W. Q. knight to adtene quten's 4th. 

M 4 «0. W- 
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SO. 

W. The queen to the Adverse K. knight's 4th. 
B. The queen gives check, at the adverse king's 
square. 

21. 
W. The king to his rook's 2d. 
B. The king to his 2d. 

23; 
W. The bishop takes the rook. 

Or, 
3^0. 20. 

Played. from No. 18. 

14. 
B. K. knight to adverse king's 4th. 

15. 
W. Q. rook to K. bishop's square. 



JBO* 



I 
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Bo. SI. SECOND RADICAL VARIA- 

TION. 

Played from No. 1. 

B. The queen to her 3d. 

10. 
W. Q. knight to the king's 4th. 
B. The queen to K. knight's 3d. 

11. 
W. K. bishop to his queen's 3d. 



430. 
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Sm. 9», THUtlX RADICAI. VARIATION. 

Picked from No. 1. 

9. 
B. The Q. bishop takes^ the knight. 

la 

W. The queen takes the bishop. 
B. K, knight to hit bishop's 3d. 

IL 
W. Q. pawn 1 square. 
B. Q. b. pawn 1 sqiive., 

13. 
W, The K. pawn takes it. 
B. The Q. knight takes the pawn. 

13. 
W. The queen to her K. rook's 3d. 
B. The queen to the adverse queen's 4th. 

14. 
ly. Q. knight to his king's 4th. 



fiOi 
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Ba 23. FOURTH RADICAL VARIA- 
TION. 

X 

Played from No. 1. 

V 

9. 
B. K. bishop to his king's 3d. 

10. 
W. The queen gives check at her king's square^. 

B, The K. knight interposes (a). 

\\. 
W. K. knight to the adverse king's 4ih, 
B. The K. bishop takes the knight. 

13. 
W. The queen takes the bishop. 
B. The king castles. 

13. 
W. The queen to adverse K. knight's 4tb. 
B. K. r. pawn 3 squares. 



* Asterisk I confess that the preceding moye of the black 
embarrasses me to determine the best counter>.moye. Cun« 
ningham might have, here, projected some exquisite combi. 
na^a of whick I am not aware. But the'present move wins, 
if there be no error. • 

(a) Id Variation, No. 24, the queen interposet, 

14. W. 
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14. 

W, The knight to his king's 4th. 
B. K. knight to his 3d. 

15. 
W. The queen takes the queen. 
B. The rook takes the queen. 

16. 
W. The knight to the adverse K. knight's 4th. 
B. K. knight to his king's 4th. 

17. 
W. K. bishop to his Q. knight's 3d. 
B. The rook returns to his K. bishop's square. 

18. 
W. Q. pawn 2 squares. 
B. K. knight to his queen's 2d. 

19. 
W. First pawn in Q. file 1 square. 
B.IK, knight to K. bishop's 3d. 

W. The pawn takes the pawn. 
B. Q. knight to his queen's 2d. 

21. 
"W, Q. pawn 1 square. 
B. K. knight to K. rook's 2d (b). 



(b) Or Q. knijsht to Q. bishop's 4tlu 



22. W. 
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23. 

W. Q. pawn to advers queen's 3d. 
B . The knight takes the knight. 

23. 
W. The Q. bishop takes the knight. 
B. The bishop to his king's 3d. ~ 

24. 
W. Q. bishop to the adverse king's 2d. 
B. K. rook to the king's square. 

25. 
W. Q,. rook to its king's square; and will 
easily queen one of the pawns. 

Or, 
JSO. 24. 

10. 
B. The queen interposes. 

11. 
W. The queen to her K. knight's Sd. 
B. The Q. bishop takes the knight^ checking. 

12. 
W. The rook takes the bishop. 
B. Q knight to the queen's 2d (a). 



(a) Id Variation, No. 25, the bishop to hit king'* 4th. 

13. W. 



L 
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13. 

W. Q. pawn 2 squares. 
B. The bishop takes it (a). 

14. 

W. The knight to adverse knight's 4th. 
B. The bishop to the king's 4th. 

15. 

W. Q. bishop to K. bishop's 4th. 
B. The hislwp takes the bishop (b). 

16. 
W. The queen takes the bishop. 
B. Q. knight to the king's 4th. 

17. 
W. Q. rook to the king's square. 
B. K. b. pawn 1 square. 

18. 
W. K. rook to Q. bishop's 3d. And must 
immediately gain a rook for a knight; 
or^ the queen for a rook and a knight ; 
or^ some greater advantage^ in respect 
to force or position. 



(a) In Variation, No. ^% the king cdslh^y at' the I3th 
more. 

{b) In Variation, No. 27; the king castles, at the 15th 
xDo?e. 



Or, 
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Or, 
Bo. 35. 

12. 

B. The bislnop to his king's 4th. 

13. 
W. The queen to K. knight's 2d. 
B. Q. knight to the queen's 2d. 

14. 
W. Q. pawn 2 squares. 
B. The bishop takes the pawn. 

15. 
W. Pawn in Q. file 1 square. 
B. The queen takes the pawn: 

16. 
W. The K. bishop takes the pawn, and giyes 

check. 
B- The king to his queen's square. 

17. 
W. The knight to adverse kniglit's 4th; ' 
B. The queen to her bishop's 4th. 

18. 
. W. The knight takes the bishop. 
B. The queen takes the knight. 

19. 
W. The Q. bishop giyes check. 
B. The K. knight interposes, at his bishop^s 3d. 

20. W. 
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SO. 
W. K. rook to the queen's 3d. 
B. The queen takes the pawn. 

21. 
W. The Q. bishop takes the knight, checking. 
B. The pawn takes the bishop. 

22. 
W. Q. rook to its queen's square. Must imme- 
diately win a piece, and the game 
shortly. 

Or, 
Bo. 26. 

Played from No. 24. 

13. 

B. The king castles. 

14. 
W. The knight to the adverse knight's 4th. 
B. Q. knight to his 3d. 

15. 
W. Q. bishop to K. bishop's 4th (a). 
B. The knight takes the K. bishop. 



(a) The white may also win, by withdrawing the K. 
bishop to his square. 

16. W. 
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16. 

W. The Q. bishop takes the pawn. 
B. The Q. rook takes the pawn. 

17. 
W. The knight takes the pawn> and checks^ 
B. The king to the queen's 2di 

18. 
W. Q. rook to the king^s square^ 
B.. The queen to adverse Q. knight^s 4th. 

19. 
W. K. rook to Q. knight's 3d. 
B. The queen to adverse CI. rook^s 4ihk 

W. The Q. rook takes the Q« kn. pawOj and 
must win. 



ttt^il. n Or^ 
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Or, 

Bo. 27. 
Played from No. 24. 

POSITION OF THE PIECES. 



The Black to move, 

■ '5. 
B. The king castles. 

16. 
W. The knight takes the Q. r. pawn, checking. 
.B. The king removes. 
,v 17;' W* 



fVPPLIBMBNT III. 17^ 

17. 

W« The knight checks^ attacking the queen. 
B. The pawn takes the knight; 

18. 
W. The K. rook gives check. 
B. The Q. knight interposes (a). 

19. 
W. The Q. hishop takes the bishop. 
B. The king to the Q. rook's square. 



(a) Or, 

18. 

B« The king to Q. rook's square. 

19. 
W. Q. rook to the king's square. 

B. K. b. pawn 1 square. 

20. 

W. Pawn in Q. file takes the pawn. 

B. Q. knight to his 3d. 

21. 
W. The bishop takes the bishop. 
B. The pawn takes the bishop. 

W. The Q. rook takes the pawn. 
B. The queen to her 3d. 

23. 
W* The Q. rook gives check. . 
B. The king removes. 

24. 

• • • 

W. Q, rook to adrerse queen's 4Ui. 

N 3 90. W. 
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00. 
W. The K. rook gircs check. 
B. The king returns to the knfght^'s iqiiiire. 

21. 
W. Q. rook to king's square. 
B. K. h. pawn I square. 

W. Q. bishop to K. bishop's 4th. 

B. The queen to her bishop's 4th (b}. 

23. 
W. The Q. bishop takes the pawn> checking. 
B. The king to the Q. bishop's squaife. 

24. 
W. The K. bishop gives check. 
B. The kii[ig to tbe queen's 2d. 

25. 
W. The queen takes the K. kn. pawn^ checking. 
B. The K. knight interposes. 

26. 
W: The Q. rook takes the knight^ checking. 
B. The queen takes the cook. 

27. 
W. The pawn lakes the pawn^ giving check. 



aa^mm^amm 



(b) Or to her 2d ; your queeii^ .carried to her knights 
3d, will win in four moyes. 
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Bo. 28. FI FTH RADICAL VARIATION. 

Played from No. 1 . 

■■•».;•■. ■..■■.. 

B. The queen to the K. liiAop'i 8d. 

10. 
W. Q. pawn 2 squares. 
B. K. knight to the king's M- 

11. 
W. The K. kiiight <;akes the Msbop. 
B. The queen takes the knight ((4). 

W. The queen to her ^d, 

B. The ^«em to the adverse rook's 3d{b). 

1$. 
W. Q. bishop to K. bishop's 4th. 
B. The queen takes the queen. 



(a) Or, 
11. 

B. The bishop takes the queen^, 

la. 

W. The rook ta):es the queea. 
B. The pawa takes the rook, . 

13. 
W. The Q. knight takes the bishop, 
(b) In Variation, No. 29, the king castles; }n Variation, 
No. 31, the queen to her K. rook^s 4th, 

N 3 14. W. 
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14. 
W. The K. bishop takes the quera. 
B. The king castles (a). 

15. 
W. The Q. bishop takes the Q. b. pawii. 
B. Q. knight to queen's .2d, 

16. 
W. First pawn in Q. file 1 square. 
B. K. knight to Q. bishop's 3d. 

.17. 
W. K. rook to K. bishop's 4th. Will win, 
with equal play. 

Or, 
* 190. 39, 

B« The king castles. 

13. 
W. Q. bishop to K. bishop's 4th. 
B. Q. b. pawn 1 square. 

14: 
W. First pawn in Q. file 1 square. 
B. K.knighttoiL. bishop's 4th. 



(0) In Variatioii;^ No. 3^ Q. b. pawn 1 sq^arc* 

15. W. 
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15. 

W. Q. bishop to adverse king's 4th. 
B. The queeu to adverse K. rook's 3d. 

16. 
W. K. rook to its K. bishop's 2d. 
B. Q. kn. pawn 2 squares (a). 

17. 
W. The queen takes the queen. 
B. The bishop takes the queeUr 

18. 
W. K. bishop to a. knight's 3d. 
6. The king to his rook's square. 

19. 
W. Q. pawn 1 square. 
B. K. b. pawn 1 square 

2P. 
W. The Q. bishop takes the gambit pawn. 
B. K. knight to adverse queen's 4th ( & ) • 

21. 
W. The Q. pawn takes! the pawn, 
B. The Q. knight takes the pawn (c). 



(a) It the adye^se kiqg move, play yp.ur Q. rook to the 
K. bish<^'s square. 

(b) In Variation, No. 30, Q.kn.pawn 1 square. 

(c) If the K. knight take the bishop, the game will not 
be lost sooner; but the course, proper for the white, is 
more obyious. 

N 4 32. W. 



32. 

W. K. bishop to adverse queen's ftb^ 
B. Q. r. pawn 1 square. 

23. 

W. The knight to his king's 4th, 
B. Q. rook to Q. bishop's square. 

24. 
W. Q. b. pawn 1 square. 
B. K. knight to his king's 3d, or^ K. bisfiop'ji 
4th, 

25. 
W. Pawn in Q. file 1 square. Must win ^ 
knight; and ha^s advantages of position. 

Or, 
Bo. 30. 

SO. 
B. Q. ko. pa\rn 1 square. 

31. 
W. The Q. pawn takes the pawp. 
B. The Q. kn. pawn takes the knight. 

W. First pawn in Q. b. file | square. 
B. The pawn takes the pawn. 

23. 
W. Q. rook to Q. knight's square. 
B. Q. knight to queen's 3d. 
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W, Q. b* pawn } sq^F^ ; iq pr^ar tQ taiie t^ 
Q. kn, p^wa wkh t)ie S^. cools: ^ 9^4 tl|f 
whites have a wioping position. 



• 1 



• ^ 



Or, 
Bo. 31. 



$. The queen to her K. rgok's 4th. 

13. 
W. First pawn in Q. file 1 square. 
p. K, knijght to K. bishop's 4th. 

14. 
W. The knight to the adverse queen's 4th. 
p. Q. knight to Q. rook's 3d. 

15, 
W. The pawn takes tb(^ pawn, 
B. The king castles. 

16. 
W. The K. bishop takes the knight, 
B. The pawn takes the bishop. 

17. 
W. The K. rook takes the knight 
B. The bishop takes the rook. 

18. W. 
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18. 
W. The queen takes tlie bishop: 
B. The queen takes the queen (a)* 

19. 
W. The knight gives check at the adverse 

king's 2d. 
B. The king removes. 

^. 
W. The knight takes the queen ; and will 
easily win. 

Or, 

Bo. 32. 
Play^ from No. 28. 

14. 
B. Q. b. pawn 1 square. 

15. 
W. First pawn in Q. file 1 square! 
B* K. knight to K. bishop's 4th. 

16. 
W. The Q. rook gives cjieck. 
B. The kipg to his bishop 's square^ 



(41) Jf, instead of exchanging, the black queen gives 

fheck, the king will take the pawn ; and, if checked again, 

or if the black queen take the Q. pawn, move to bis 

look's 3d. 

[The 



* t 
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[[The white may take the knight with his 
K. bishop^ and afterwards carry over 
the Q. rook to the adverse king's 2d ; 
or he may play thus :]] 

17. 
W. Q. bishop to adverse king's 4th. 
B. K. knight to adverse K. rook's 4th. 

18. 
W. The knight to his queen's square. 
B. Q. knight to his queen's 2d. 

19. 
W. The knight to his K. bishop's ^. 
B. The bishop to his king*s 3d. 

20. 
W. The knight jto his king*s 4th. 
B. The K. knight to his 3d (a). 

21. 
W. The knight to the adverse K. knight's 4th9 ' 
and will win. 



Wik 



(a) Shoald his bishop take your Q. n pawn^ you push 
the \dl. pawn a square. 



i^»t 



188 



JB0> 33. SIXTH RADICAI, VARIATION. 

$ 

Plai/edfrom No. 1. 

B. Q. kn. pmm 2 squares ( a ) • 

9. 
W. The K- bishop takes it> checking. 
B. The king to his bishop's aqus^re (&)« 

la 

W. The K. knight takes the bishop. 
B. The quern takes the knight ( c). 

11. 
W. The queen to her K. bisbop's 3d. 
B. K. knight to JT. l^isbop's 3d{d). 



(a) In No. 39; this pawn is moved <me square. The 
principle of this, and of the Seventh Radical Variation, is 
to command the great w^iie diagonal by the occnpation of 
^e queen's bishop* 

(6) It is abandoning the object for vhi^h the. last paiea 
has been saciificed, to interpoS|e the Q. bishop. Nevertheless 
that is tried in No. 37. 

(c) Were his queen to take the pawn, you interpose tht 
queen. In No. 34, Q,. bishop tq ^. knighVs 2c?, at the 
tenth move. 

{d) lu No. 35, the queen to K. bishop* s 3d. 

12. W, 
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12. 
W. First pawn in Q« file 1 square. 
B. The queen to adverse king's 4th. 

13. 
W. The pawn takes the pawn. 
B. Thequeentakestheqtieen (e)* 

14. 
W. The rook takes the queen. 
B. Q. bishop to K. knight's 2d. 

15. 
W. The king takes the pawn. 
B. Q. knight to Q. rook's 3d. 

16. 
W. The K. bishop takes the knight. 
B. The bishop takes the bishop. 

17. 
W. K. rook to Q. rook's 3d. 
B. The bishop returns to his square (/)• 

18. 
W. Q. b. pa^n 2 squares. And will win. 



(e) In No. 36 f Q. bishop to Q. knight's ^dy at the IStV 
&OYe. 
(fi Had ha quitted the »hoft diagonal, your rook had> 



Of', 



1 r 
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16. 

W. The qlieed takes the queen, checking. 
B. The pawn takes the queen* 

W. The K. bishop takes the bishop* 
B. The Q. knight takes the bishop* 

17. 
W. Q. b. pawn 2 squares. The wliite pawns 
are the betteir situated. 



Or, 
B0. 36. 

Played from No. 33. 

la 

&; Q. bishop to Q. knight's 2d. 

14. 
W. The queen takes the queen. 
B. The bishop takes the queen, checkingi 

15. 
W. The king takes the pawn. 
B. Q. knight to the queen's 2d (a). 



(a) If the knight vault to the bishop's 8d, you push the 
Q. pawn^ aad then the ft. b. pawn, on the bishop defend- 
ing him^ 

16. W. 



16. 
W. Q. pawn 1 square. 
B. The bishop retari|8 to % Q. koight's Sd. 

17. 
W. The K. bishop takes the knight. 
B. The knight takes the knight. , 

18. 
W. Q. bishop to K.. bishop's 4th. Has the 
advantage. 

Bo. 37. 

Plai/ed/rom J^o.SS.^ . 

10; 
B. The. jQ.. bishop interpoj^es. 

11. 
W^ The queen gives check> at her king's 2d. 

B. The king to hif .ki^i^'s*V*^^ (<*)• 

12. 
W. The K. bishop takes the bishop. 
B. The knight ti^kes the bishi^. 

13. 
W. Q. b. pawn 3 squares. 
B. Qrknight to his Sd. 

.14. 
W. QL pawn 8 squares. Is greatly superior in 
position. 

-1H» ■ !■ II I - f [ 

(a) In No. 38^ the Jt. bishop interposes. 

jroL. II. e Or, 
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Or, 



So. 38. 

B% The K. bishop interposes; 

13. 
W. K. knight to adverse king's 4th. 
B. The Q. bishop takes the bishop {a). 

13. 
W* The queen takes the bishop^ checking. 
B. The Q. knight interposes. 

14. 
W. The K* knight takes the K. b. pawn. 
B. The queen to her knight's square. 

15. 
W. The queen takes the queen. 
B. The rook takes the queen. 

16. 
W. The knight takes the rook. 
B. K. knight to K. bishop's 3d. 

17. 
W. Q. b. pawn 3 squares. 



(a) If he move out the K. knight, your E. bishop takesy 
and let bim take "with wliich kuight he will| your knight 
must effect one of two fine moves. 
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JB0. 39. SEVENTH RADICAL VARIA- 
TION. 

Played from No, 1. 

8. 
B. Q. kn. pawn 1 square. 

9. 
W. The queen gives cheeky at her king's 2d. 
B. The jr. bisliop interposes (a). 

10. 
W. Q. pawn 3 squares. 
B. K.knigUtoK. bishop's 3d (6). 

11. 
W. K. rook to the king^s square. 
B. Q. bishop to Q. knight's 2d. 

13. 
W. Q. knight to Q. bishop's 3d*. 
B* Q. r. pawn 3, squares. . : 



(a) In No. 41, the king to his bishop's square. 

(6) In No. 40, Q. bishop to Q, knighVs "id. The real 
difference, howeyer, is in pushing the pawns on the king's 
side upon the white knight. 

(*) As his Q. bishop comn|aDds the great diagonal, with 
a masked attack upon your king, it will be proper to keep 
the first pawn in Q. file, and theK. knight, both stationary; 
by which means either will be at liberty to move, when any 
success can be obtained by it. 

o 2 13. W. 
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13. 

W. Q. r. pawn 1 square (c). 

B. K. knight to adverse knight's 4tb« 

14. 
W. Q. bishop to K. bishop's 4th. 
B. K. r. pawn 3 squares. 

15. 
W. Q. knight to adverse Q. knight's 4tb. 
B. The kbg to his queen's 2d (d). 

16. 
W. The Q. bishop takes the pawn. 
B. The queen to the king^s square. 

17. 
W. First pawn in Q. file 1 square^. 
B. The K. bishop takes the pawn (e). 



(c) Had he pushed his r. pawn bat one square, in order 
to play the kn. pawn on yonr bbhop^ yon had pushed ydurt 
too. As he has advanced his to the full extent, you keep 
yours back a square, to prevent his Q. knight from comiog 
to your knight's 4th. 

((f) If he go to his bishop's square, you push 'the ad- 
ranced pawn upon the bishop, and win rapidly. 

* Q. bishop takes the kn, pawn would also win, but 
more narrowly. The immediate course of the white Would 
be plainer ; the latter part of the game, more difficult. 

(e) If instead^ the bishop remores, the queen to K* 
knight^s 2d. 

18. W. 



18. 
W. The Q. knight tftk^ the bishop*. 
B« The queen takes the qu^eo* 

W. The K. bishqB takes the queen. 

B. The bishop takes the knight^ checking. 

aa 

W. The K. bishop takes the bisfao|>. 
B. The king takes the bishj^. 

21. 
W. The bishop takes the rook. 
B. The king takes the knight. 

2S 
W. Q. b. pawn H squarei ; and yfriU win. 

Or, 
Bo. 40. 

10. 
Bi Q. bishop io Q. knight'a fid. 

Il- 
ly, Q. knigbt to Q. bishop's 3d. . 

B. K. r. pawn 1 square. 

13. 
W. Q. kn. pawn 1 square. 
B* K. kn. pawn d squares. 



■■■ 



t A slight change in the order of taking would lose the 
g^me, 

o 3 13. w; 
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13. 
W. Q. bisliop to Q. rook's Sd.] 
B. Q. rook to its 2d. 

14. 
W. Q. rook to the kiog's square. . j 

B. K. kn. pawn 1 square. 

15. 
W. K. knight to adverse king's 4tb. 
B* K. r. pawn 1 square. 

16. 
W. The queen to K. bishop's 3d. 
B. K. b. pawn 1 square. 

W. K. knight io adverse K. knight's 3d« 

B. K. rook to K^ bishop's 2d, 

18. 

W. The knight takes the bishop. 

B. The knight takes the knight. 

19. 

W. The bishop takes the knight : Has gained 
a bishop : Will gain a rook^ or a queen 
for a rookj if the exchange proceeds. 
If the black queen io her ^> the . Q^ 
bishop to his rook's 3d^ discovering 
check : then the queen to the black K^ 
bishop's 4th^ forcing an exchange. 



Or, 



. . SUPPLEMENT UK 1^ 

Or, 

Bo. 41. 

Played from No. 39. 

9. 
B, The king to his bishop's square. 

10. 
W. The queen to her king's 4th. 
B. K- bishop to his 3d. 

11. 
W. First pawn in 9- file 1 square. 
B. Q. b. pawn 1 square* 

13, 
W. K. knight to adverse K. knight's 4th^ 
Q. K. knight to K. rook's 3d. 

13. 
W. The K, knight takes the rook's p»wu, 

checking. 
B. Tlie rook taJces the knight (a) , 

14. 
W. The queen takes the rook^ 
B. Q. bishop to Q. knight's ^, 

15. 
W. Q. knight to Q. bishop's 3d. 
B. Q. b. pawn 1 square^ discovering check. 



(a) In No. 43, the king to the knight $ square. 

P 4 16. W. 
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16. 

W. The K. bisbop to adverse queen's 4th. 
B. The bisbop takes tlielusliop. 

17. 
W. The knight takes the bishop. 
B. The queen takes the pawn. . 

18. 
W. The queen checks^ at adverse rook's square. 
B. The K. knight interposes, 

19. 
W. The knight takes the bishop. 
B. The pcewn takes the knight (a). 

20. 
W. Q. pawn 1 square. 
B. Q. knight to queen's 2d. 

^1. 
W. The Q. bishop checks, at adverse rook's 3dv 
B. The king to his 2d square. 

22. 
W. The ft. rook gives check, 
B. The Q* knight interposes. 

23. 
W. Q. bishop toK, bishop's 4tli. 
B. Q. rook to the king's square. 

24. 
W. The bishop takes the I$:night. 
B. The pawn takes the bishop. 



^ 11 nil 



(a) In No. 42, the quetn gives check. 

^ 25. W. 
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W. The queen takes the pawn, checking. 
B. The queen takes the queen, 

26. 
W. The Q. rook takes the queen^ checking* 
fi. The king to the queen's 2d. 

W. The Q. fook takes the rook^ 
fi. 'the king takes the fook, 

28. 
W. iThe king tdkes th^ pawq. 



Or. 



FaiUDOR*S ANA2.ms. 

Or, 
JSO. 43. 

POSITION OF THE PIECES. 



TTte Black to move, 

19. 
B. The queen checks at her bishop's 3d. 

20, 
W. The king takes the pawn. j 

B. The queen checks it her 3i. I 

21. W. 
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W. The king to his knight's ^. 

B. The queen again checks^ at her bishop's 3d. 

99 

W. The K. rook interposes* 
B. The pawn takes the knight. 

23. 
W. Q. pawn 2 squares^ 
B. K« b. pawn 1 square. 

W. Q. pawn 1 square. 

B. The queen to her K. bishop's 3d« 

25. 
W. The queen takes the. queen* 
B. The knight takes, the queen* 

26. 
W. The K. rook takes the pawn. 

Or, 
Bo. 43. 
Flayed from iVb. 41 . 

13. 

B. The king to his knight's square, 

14. 

W* The knight takes the bishop^ checking. 
B. The pawn takes the knight, 

15. W. 



SOI PHISIDOR's ANIXTUS. 

15; 
W. The queen checks ftt ad veirfle K. knight's 3d. 
B^ The king io his bishop's square. 

le. 

W. The K. rook takes the pawn. 
B; The queen to her king's square. 

n. 

W. Q. knight to Q, bishop's 3d. 

B. The queen checks^ at adverse king's square, 

18. 
W, The K. bishop interposes, 
B. The bishop to adverse K. rook's dd. 

19, 
W. Q. pawn 2 squares. 
W. The king to his square^ 

20. 
W. The Q. bishop takes the knight. 
B. The queen takes the bishop, checkings 

21. 
W. The Q. rook takes the queen. 
B. The pawn takes the queen. 

W* Thp Q, rook gives chegk ; ^nd wi)l win. 



!(Db0etf)at{on«f^ 



SUPPLEMENT III. SC& 



^bmn^tionn. 



THE parties left most nearly equal, are 
No. 1, No. 5, No. 9, No. 28, No. S3, No. 34, 
No. 35, and No. 39. Perhaps no play for the 
Black brings the contest closer, than the best 
example of the Sixdi Radicfd Variation: (No«33:) 
Yet this is one of the last ta which I could 
have recourse, in imagining moves for a theorist 
opposing Cunningham; because the sacrifice 
of a pawn, at the eighth move, in addition to 
that surrendered by Sarratt, at the seventh, con-* 
cedes the object in dispute; for the Black 
reduces his pawns to a numerical level with 
the adverse pawns, without rising to an equality 
of position. 

As the.gambit pawn can be taken when need-* 
ful, the voluntary loss in the opening of thifl 
surprising game, is strictly two pawns. 

The calculation on which Cunningham resigns 
two pawns, "appears to be fine in principle, com- 
prehensive, and accurate. The adverse king's 
pawn, which is brought by three captures, run- 
ning in the same diagonal, to the rook's second, 
protects the king from check along the whole 

file. 
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file. Od other sides^ the black king is exposed^ 
and the white king secured^ by the coroparatiye 
possession of the board which the white pieces 
have obtained. 

The relations and combinations are^ however^ 
80 intricate and delicate ; the variations open to 
the adversary^ so inexhaustible ; the versatility 
requisite to force his best rallying points^ must 
be so active and free from routine^ — that as a 
practical game, it cannot be expected to be 
vindicated by uniform success in the hands of 
a master inferior to Cunningham. 



Dffficnit 



■ mj • 
OifScuU e0ate» 

AND 

(ffnUB of ipattieiB. 



METHOD 



OP GITING CHECK-MATE WITH A BOOK AND 
A BIBHOF AGAINST A ROOK. 



POSITION OP THE PIECES. 



L 



90S kooft Akl^ BISHOP 

In a former edition, I thought it would suf* 
fice to place the black in that position, which 
was most favourable to a protracted defence : 
but, as many lovers of the game desire to know 
the mode of forcing the black into the position 
here assigned to him, it will be displayed in the 
next example. 



1. 

W. The rook gives check « 
B. The rook interposes. 

2. 
W. The rook to adverse Q. bi^hi^-s^' 
B. The rook to adverse queen's 2d (a). 

3. 
W. The rook to adverse Q. knight's 2d (&)'. 
B. The rook to adverse queen's square. 



4- 



(a) He takes the situation most calculafed to ^haAei yon. 
To gi?e cheeSumate, you must foTs» your aAvcua^My to 
place bis rook, either at jour queen's square, or at your 
queen's third square. In either postUon, tiie |^e wiil he 
won, after a few computed moTes. 

(b) He is now obliged to play his rook to your queen's 
square^ or to your queen's third square. 

4. W. 



W. The rook to adverse K. knigfai's 2d (c). 
B. The rook to Mlvene K^ bishop's square 

W. The bishop to hin K. kbight's 3d. 

B. The king to his bishop's square (e)i'C9 

6. 
W. The rook to its K, kaight's 4th. 
B. The king to his square {fj. 



^ ■ ■ -.*^i^*— rfiaa 



(c) Ton hare already forced him to play Us f ook to ono 
of those sqwues where he It in a coiuvd to lo9e ; but this i> 
not enough; for your rook must not be farther from yonr 
king than the number of squares wMch a knight passes at a 
more. If yon were to play your rook i» its queens bishop^ft 
second square, he would play lils rook to your queen's 
second square ; and yon must be perpjfetuaUy rjecommendng^ 
wliereas, by passing your rook on your rlght| he must, to 
party the mate, play Us rook to your king's bishop's square^ 
which Is no l>etter than that ^i his queen. 

(d) He plays his king to his bishop's square, in the First 
Back Game. 

(e) He could hare played his rook to your king's bishop's 
third : the subject of a second back^^game. 

(f) He brings back hb king to form an intenral, for Us 
rocdc to coTer the check of your rook. 

TOl. II. F 7. W» 



t. 

B. *phefqoli4oadiwne>qiieifenMaqatti<e (g).'^ 

W. The bishop to his R. rook's 4th. 
B. The kihg to lus bUbkp's'squftrel ' 

W. The bishop to adverse K. bishop's 3d. 
B. The rookl^ves dicok. '< ' ' ' > 

W* The bishop interposes. 

B. The king to his knight^s square. 

■ Ik' • '»•■'' 

W. The f odk to its K.' tvok*^ 4tfif)UKl must 
■• win. •■ '■' "■ ■ '■ '■• '•■' •''■": 

i^. ' C I .'- ' ^l ' y 'll^' J !' !! ^It l>l j i "»l ( » mi l li t H ■■ ' li 'i> 4 li ,i, ' .. m . 



'- t •■ » ,f .""• '>v, 



' (|r) Beintght'&aTe played die kin|; to )us.I)isbop> H"^^^ 
fli0jnit)jtct6fiQieIa8iba€k.gaine> < 



J I t 



I ' 

I • ' 



I 

ft .f • .. r :' *• •" 'Si ••• ' 



i • • . ' ' ,4 t .,»!.. ;.: »,. ,-'.» . .:! :;'"j' • -.H { 






FIRST 



Attl.fKS*'^ A ••«A. 5fM 



■ r .a 



r ■* 



« !> 



a 



• • ■'•••. 

Oil !&«' Fottf^A ilfooe of the Alack; 

4; 

> • . • I ■• , 

B. The kidg to hU bishop's s<j[uarelf 

W. The rook to aAVerse K rook*8 23 "/aj: ' 
B. The rook to adversiejK.lcniglit's sq'uar^. 

W. The rook to aclyerse iQl'liislibp'gSd (^L 
B. The king to his idight's square. 

W. Gives check, at adverse ^1 t^ish6p> square* 
B. The king io his robk^s 2d. ' - ^^^ -'^ 

W. Checks at adverse K* rookV square^ and 

111.'*' i 

vrins. 



« ,.>-> 



(a) Ton force him^ hy this more, to play bis rook to 
jtnir Ung's kriigh^ sijdkre, to parrjr the bate^ lifUch 
wUi give y6ti his Totfk girataitousf/; 




terj^osiiiff the bishop, 

^ i P 8^ SECOND 
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SECOND BACK GAME, 

On the Fifth Move of the Bhck. 

5. 

B. The rook to adverse K. bishop's 3d. 

6. 
W. The bishop to adverse queen's 3d. 
B. The rook gives check. 

7. 
W. The bishop covejrs the check. 
B. The rook to adverse K. bishop's 3d (a). 

a 

W. The rook checks^ ait adTerse king's 2d* 
B. The king to his bishop's square ( b) . 

( 9. 

W. The rook to adverse Q. bishop's Sd. 
B. The king to his knight's square. 



(a) If he had moved his king to his bishop's square, yott 
would Iiave played your rook to his kind's rook's second^ 
in order to sive mate the next move. 

(b) If he had moved hb king to liis queen's squmre^ yoa 
must have played your rook to his queen's kn^ht's secondi 
in order to give mate the next move; 

10. w. 



10. 

W. The rook gives check atadyerae K. knight'^ 

2d. 
B: The king to his bishop's squtfe (c). 

11. 
W. The rook to its K. knight's 4th. 
B. The king to his square {d). 

12. 
W« The bishop to K. bishop's Mi, and must 
win. 



(cj It he had played Us king to Us rook's square, yoa 
would haye won his rook, ginng check by discoTery* 

(d) li he had played Us rook to your king's third, to 
prerent the check of your bishop ; you must have played 
your rook to your kmg's rook's fourth, In order to giro 
mate the next moTC. 



9 8 THIRD 



SH : iift«« 4i» #wi<» 



f : 
BACK GAME. . . . 



r* 



« t • 



I' i> ♦ ' 

1 ; 



i t 



} ' 



.11 

B. Thekingtoh»feisbopHiBqtl»tJ: ' ' ' ' 

B. The king to bis knight's square. -' 

W. The rook to K. rook's 4th^ and must win^ 

• * • ■ 

*••••- 1 ' . ' I ' ^ . . . "... • . . .'I li. • ' ^ . 

? ' * • » 

• • • '. • ' .' « I • ■ ' J ■ ' ' I . ! * ' J ' ' 
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METHOD 



I 
.,. f , 'METHOD: ,!,,-,-, ., .-,'.' 

OF FOBCINO^kE ^^LAck fo Tik^ '^'Bt ton- 
TION ASSIGNED, IN p.. 207, IN ORDER TO 
CITE J^iri 'WitH ^k SEodk AltD ''6tsH6P 

AsAiNST A R'<ld'k.~ ';"" ■"■'■' ■"'>!''■■■• 

POSITION Of THk j^tlitfEtfl^ ' ' ' 



p* ; . I ^^. 
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1. 

W, The rook to its Q. knight's 2d (a). 
B. The rook to its queen's square. . 

2. 
W. The bialiop to his K. bishop's 4th. (1^). 
Bt The rook to its king's square* 

3. 
W. The ropk gives check, 
B. The king to bis bishop's 2d. 

4. 
W. The king to adverse K. bisfro|^'$ 4tb; 
B* The rook to adverse kiB^'s 2d, 

ir. The rook to its Q.koight's square (c). • 
B. The rook to adverse }i. hishop's 2d, '■ 

"W. The rook gives check, 

B. The kbg to his bishop's square (^). 

7. V. 

■ } ■■ » III ■ ■ ■!■ f l I II ■ > t * 

... • * 

(a) If jpu had i^hecked with your rook, he wQiil4 haf e 
eOTered with his ; but he is now obliged to retract Ids xoA^ 
wMch enables yoa fp employ yonr bishop* 

(b) This pi^yepta his rook from poTering the check frota 
your99 so that ypn piav forc^ his king to retrograde. 

(c) This moTe is material, in prd^r to ^ploy jrowr Vt^hef 
^ aboTe directed ; that is, to 4^bar his rook from coTering 
the check wh}ch yours will giye. 

(d) If he had moyed to hb square, you must Aeii hate 
ndyanced your king to the face of Us king, and left your 
tishop ezposedt T1f§ irhol)^ diflicultjr consists in placing 

yont? 



7. 
W. The king to his 4th square. 
B. The king to his square (e).«C9 

8. 
W. The bishop to adverse king's 4th. 
B. The rook, to iUH- bishpp'l Sd. 

9. 
W. The roolK gives chec|i^,* 
B* The king tp. his 2d: squave, 

10. 
W. The kiog to adyerse qqpen's 4ili. 
B. The TijQk A^ adverse K. bishop's square. 

W. The roatEi gives Gheckjt at the adverse Q, 

knight's 2d. 
B. The king to his square. 

W. The king to adverse king's 3d, and 9nds 
himself in the position first assigned. 

jronr bishop at the adverse king's fourth. Your adversary's 
maqoeuvre to prevent it, will be, leaving liis king inactive^ 
and playing his rook, alternately, from the second to the 
first square of your kill's bishop, . 

(e) Qad he given you check with his rook, yoi; must have 
play^ed your king to the adverse queen*s fourth, which would 
bave given your bishop the necessary liberty. The adversary 
^nld have likeinse played hia king to his knight's square^ 
yffhidk will b^ ipa^e the sul^ept id 4 back gjBmt^ 



tW. RQ>Oi«> AKB-BIIH^f 



BijCK GAME^ 



'!>' 



On the Seventh Move of (he Slack. 



.'• '! 



« 




.: •']• 


• - 


« 
« » 


;/' 




•f. 




v/ 




.t; 



7; 

6. The king io his kiiight's sqbate.- 

a 

W. The bishop io adverse kidg^s 4iii: 
B. The rook to its'K. bishop's @di * 

W. The rook to i«8r a 'knight's s^iiaM »^ ^' 
B. The rttok'^d feffWrse K. hiAopi 9*. » ••'■-■ S 

M). 
li<^.* The king to adverse qutien'ti 44hS ">' ' '^ 
B. The king to his bishop's 2d: • ' 

■11. :'•:•■ • .rr a 

W. The rook gives cheek. 

B. Thtj king to his knight's 3d. - •= ' 

W. The rook giyes cheeky at the adverse K. 

koight's2d. 1,.,^ 

B. The king to his f ook's 3d. . • 

' IS. ♦ . c 

W. The king to adverse king's 3d. ' 

B. The rook to adverse king's 2d. v ) 

14 
W. The rook to its K. knij^t'a sifuare. 
B. The irook io adrerse K. bishop's Sd» 

15. W. 









V 



W. The rook gives check At admrse K. kniglit V 

4th. 
B. The king to his rook's 3d. 

W. The king to adverse K. bishop's Sd. 
B* The rook to adverse Q. bishop's 2d. 

18. 
W. The rook to adverse Q. knight's 4th. 
B. The rook gives check. 

19. 
W. The bishop interposes. 
B. The rook to its queen's 2d. 

20. 
W. The rook to adverse Q. knight's square. 
B. The king to his rook's 4th. 

81. 
W. The rook to its queen's knight's 4th^ and 
\yill give check-mate the next move. 



It may be seen bj this back-game^ that when 
the pieces do not stand exactly in the situation 



' » ..1 > 



f before 



f90 ROOK AND BUBOP AttAIStT A ROOK. 

defore assigned, there may be various ways to 
force tke mate : but a circumstance not to be 
dispensed with, is, that the bishop niust stand 
on a diagonal running close to his kingj to cover 
him in case of axheck* 
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METHOD 



or OITINO fSBCK-HATE WITH A KNIGHT AKD 
A BISHOP. 



POSITION OP THEPIBCn. 



l,W. 
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1. 

W. The bishop to his Q. bishop's 4th (a). 
B. The king to his kaight's 3d. 

2 
W. The king to his bishop's 4th. 
B. The king returns to his bishop's dd. 

3. 
W. The knight to his Q. bishop's 3d. 
B. The king to his knight's 3d. 

F. The knigbttohir king's 4th (ft), 
B. The king to his rook's Sd. i 

T 5. * 

"W. The king to adverse K. bishi^'s 4tb. . 
f. The king to bis rook's 2d (c). » 



* (a) The mate must be gWen in the corner Sfuare iftiicUis 
of the colour on which the bishop moves ; and when t|e 
adyerse king retires to the comer differently coloured, ike 
s^oke is effected^ by a gradual process ol eighteeiL^oc twenhr 
B^res. ! 

. (b) The office of the knight ig to exclude the adT< 
king from the squares which 9,re out of the bi^op's field. 

(c) If he had played hti»< kin§ to his rook's fourth, y^ii 
Biust have given check with the bishop at your k ingfa 
cond ; and should he then pass his king to that quarter of the 
board which has a corner square of your bishop's colour^ 
you will mate him in a few moves. 

6. W. 



A''&liriGHT 'iif!^ 'BtMlOP. ^^ 



6. 



Vr. ThAkmg^*aadvcr9cfK.biBlio|i'sidj ' 
B. The king to his rook's square (^f); 



W. The knight to adverse queen^s 3d. 

B. The king to his rook^s 2(J: ^ . i T . t/ 

W. The knight to adverse K. bishop's 2d (e). 
B. The kingtohiskkiiight's squire (>;}:-' '' 

W. The bishop to his queen's 3d. 

B. The king to his bishop's square. ' ^ 

W. The bishop to adverse king's rook's ^d, 
B. Thekihgtobi^sqtiare. ' . ' ' '* • ' 

W. The knight to advei^e king's 4th. 

B. Tfcfekiii^toiiri^biihop^ss(^uare (i): ifl^' 

(lO IfhehadmoYedto l^imrook's ihird^ you must have 

to seek shelter in the black angle, ^^^j^^j JiCTy.l|n»ght will 
soon dislodge him. 

eighteen or twenty moves. •'• ' 

Cf) Th<9.»>}tSJ^t^«fNe])I^Utiki4r'''fti^ 
comer. Youf a^jjj^ i8^^.^j^uc^l4|i|{wj^ 

the J)la^ squares, and wit£ the bishop from the white ones. 

(g) He might hare played his king to his queen's square ; 
which is traced to its consequences in aback game. 

i«. w. 



e 
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12. 

W. The knight gives check, at advene queen's 

3d. 
B. The king to his square. 

13. 
W. The king to advene king's 3d. 
B. The king to his queen's square. 

W. 
W. The king to adverse queen's 3d. 
B. The king to his square. 

15. 
W. The bishop gives check. 
B. The king to his queen's square. 

W. The bishop to adverse K. bishop's 2d.; < 
B. The king to his Q. bishop's square. 

17. 
W. The knigbt to adverse Q. bishop's 4tli. /r 
B. The ku% to his queen's square. „ 

18. 
W. The knight gives check; at adverse Q« 

knight's 3d. 
B. The king to his Q. bishop's square. . 

19. 

W. The king to adverse d bishop's Sd. 
B. The kmg to his Q. katghi'i^ Square. 

SO. w. 



i a at wui r i Mim mmk>p. 






3V 



20. 



W. The king td adverse Q. knight's 3d. 
B. The kiog^tohis.Q. btthop's sl|u«ei 



21. 



W. The bishop gives 6heck^ 

B. The king to Uis> Q. knigHt's sqiiar^; 

W. The bishop to adverse queen's 9d. 

B. The king'to his i^. rook*s sqiiafe* , _ " J, 

W. The knight to adverse^Q. bishop ^s 4tii, 
B. The king to his*Q. knight's square. 

' • ^" ' ' 24." ■'** ■*' ^ ' • * - .0 

W. The knight gives cheeky at adverse ft. 

rook's 3d. ^ ^:':^'''[[^'' ', 'V^' 

B. The king to his CI. fo<A's square. * '^ 

'2^. 
W. The bishop givfes check-mWI 






• .' I 



■'J 



I . 



A » 



toil. . II* 



BACK 



Ik 

W. - - . r - - 

B. The king to bii qn^^s square. 

Hr. The kH^ ^fiwjffp ^'fi ^. 
& The kins to hi* Q: A^li«p'* ^• 

W. The liji^lil |o «^^«r«c $$|^> j^ J|«^. 
B. The king to Us a )(irhop'i ^. 

If. 
W. The bishof to his queen's ^ (1^. 
B. The kiqif j^Jlis 9.>ii^> ^. 

W. Thebi.hop,^jyp%'4i.^, 
B. The king to his queen's square. 

16. 
W. The kii^ to adverse queeu't 3d» 
B. The king to his square. 



t>« 



(a) It is to be obserred, that the knight does not change 
the direction of his moves, whether the black phjer adopt 
the course of the game or the back gome. 

(6) If yon had given check with yxHiv bishop, he wooM 
hare passed his king into the other corner ^ and your at« 
tack would have been eluded. 

12. W. 



17. 
If. Tbe bis]ioi> giref i)heqk> 

18. 
W. The bishop to adyerse K. bishop's 2d« 
B. Tbe king (o his Qi bishop's, square. 

19. 
W. TlMJEiiigibit to adre^jQ. btriu]|>'s 4th (c}« 



^ ■ • 



(c) Itif needless to proceed^ The pofitioii {nduced bjr At 
-^y^tu||ime, is ^at.of thesereateeayi moTe of iktfpunii^ . . : 



qt A P AJBTY 



t88 ROOK AHD PA^PTN 

A PARTY, 

WON with' a rook and a pawn AOArXft' 

. A BISH.OP. 



t « » 



• r .V 

Situation of the Pieces. ' '^ ^^ 

White.— The king at his 4th square* 

Queea^s pawn at the ^ueen'is 4Cli. *'* 
A rook at his queen's square. 

Bl^c^k.— -The king at his 3d square. 

King's bishop at his Q. bishop's 2d[* 



L 

W. The rook to its Q. rook's square (a). 
B. The bishop to his Q. knight's square. 

2. 
W. The rook gives cheeky 
B. The bishop interposes (6). 



(a) Had yon pushed the pawn, giving check, j<m hod 
allowed the adversary to make a drawn game, as will be 
seen by the back«game. 

. (b) If he had withdrawn his king, yon mnst haye pro* 

trnded yours to the Tan of your pawn. This party is to b* 

won, only by advancing your king, and confining that of 

, your adversary to the last rank, preparatory to pushing tho 

'pHwn. - . 

3. W, 



AGAUfST A BISHOP.; 2989 

3. 
W. The rook to adverse Q. knight's 3d fcj. 
B. The king to his queen's 2d. 

. 4. - 
W.: The king to adverse queen's 4thr 
B. The bishop to ady^srse K, knight's 3d. 

5. 
W. The rook gives cheeky at adverse Q. 

knight's 2d. 
B. The bishop interposes. 

6. 
W. The rook to adverse Q. rook's 2d. 
B. The king to his Q. bishop's square, 

7. 
W. The king to adverse Q. bishop's 3d (d). 



(c) Thii mo?e imposes on him a necessity of retracting 
Ills king, and resigning the field to yours. 

(dj In this position the game is won, either by pushing 
the pawn to ^ueen^^ or forcing th^ jgdrerse bishop. 



' . Tf 



« 3 A DRAWN 



29f KddX isii fUrit 

A DRAWJ^ GAME, 

VITH k BOOK A^Bf A PAW'l^ AlOAIlflT JT 

BISHOP ; 

A Back-game f-iM M^eciS^, b% tW^M lnoc# 

1. 

W. The pawn gives check (a). 
6. The kiDg4o his queen's 2d. 

2. 
W. The kinsr io his qveen's 4th. 
B. The bishop to adverse K. knight's 3d. 

3. 
W. The rook to its queen's rook's square* 
B. The bishop to adverse K. bishop^'s 4th (ft). 

4. 
W. . The rook gives check. . ^ 
B. The king to his queeft'sr Sd fe). 






(aj The i^i^i itoHi mi ^ava^nl mat ftV a AINrf 
game, because yoar king cannot recorer the opportunity of 
adTancing before your pawn^ supposing yoar adversary to 
play with critical precision. 

(b) It is material to ke^p his bishop distant from yoar 
king, to enable him to give cheeky should yoa play the 
lung to one of the black squares next to yoar pawiit 

(c) If he had covered the check, yon would hate won 
the game, by pushing your king forwards to the black Sfaait 
lading, his bishop* 

6. W. 



R 
W^ TfartiiqftiriiM4fli8<|«nf«. 
R The bishop to adverse K. knii^'t if (<l). 

W. The rook to adVersi K. knight's 2d. 

B. Thebish^toMhrevavMBl^'S itpmiki WrUf^ 

7. 
W. TEe fooR gTves cleci." 
B. The king, to hit ^eeo's 2d. 

W; The iJi'»»b r »^re («), 

V. Tbe mgta m q. Bi^'« 3& c/). 

W. The king to adverse king's 4 th. 

B. The bishop to adverse Q. knight's 4th (g). 

f 

{dj If he had plaj«d his bishop to jonr king's rook's 
second, yon would hare won the game, bj playing your 
rook to his king's knight's second. It is to be obserred, 
that, in the defence of this party, the bishop, while he is 
fo distant as to secure himself from capture, must be ready 
to step into a diagonal, that bears on the adverse king. 

{e) Had yon advanced the king, he would have obliged 
yon to retrograde, by a check. 

(/) Any other movement would have occasioned him the 
loss of tiie game. 

{g) In this position your pawn is forced ; as your king 
camot proceed, without intercepting the communication 
between the pawn and the rook. 

« 4 10. W. 



Roox. AX a Tkwng 4c. 

10. 
W. The pawn 1 square^ diseoTering check from 

the rook. - . . . . 

B. The king takes the pawn. 

11. 
W. The king to adverse queen's 4th. 
B. The king to his Q. bisbop'a %d.* 



*i— — ■ ani ■■■! 11 ■■ ■■ ■ ■ ■ 



»« 



* • 

* WheK a plater has a BI^OP AGAIHST A ftOOK, he 

mast as soon as possible station his king on a comer square 
of the ehess-board, of a colour different from the field of 
the bishop. It is the only place where he can insure a 
drawn game. 



METHOD 
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METHOD 
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OF «1V1NG^CHJE«K-MATE* mOBW ^.jjjCkOfiJ 7 

'SUuation of the pieces. . , ^ .« 

'IVhite.— The kin]g' at Iris 4th' square. -* 

A rook at the king's rook's squaret 



/ «• 



6lack.«— The kiiTgat hi»Sd square, 



X * 



-•. , w - 



1. 

W. The rook gives check. 
B. The king to his 2d square. 

W. The king to adverse kiog -s 4th. 

B. The king to his queen's 3d square [a). 

3. 
W. The rook to adverse K. knight's 3d (6). 
B. The king to his Q. bishop's 2d. 



(a) His king must be opposite to yours, previoasljr to 
eacli time of your, giying check with your rook;'Wcaii^ 
his king is then forced, by the check, to retrograde. . . 

{b) If you had played your king opposite to hid, h« 
would have restored* his king to its previous place ; wheceas^ 
ahoul^ he on this move play his king to the face of yourf^ 
you may/ f^ce him hi9.p.k by the check of your rook. 

4. W. 



234 cHBcs.«if Ai^B WITH 

4. 

W. The kii^ to advene queisii's 4th. 

B. Use kinf to Im Q. kirigirt's 2d. 1 

6. 
W. The king U iA^itie ^. h^9p'$ 4th 
B. The king to his Q. rook's 2d. 

W. The king to adVeriie Q. knight's 4th. 
B. The king to hit Q. knight's U {t). 

7. 
W. The rook gives check, at adverse K. 

knight's 3d. 
B. The king to his Q. hisbt^'s square. 

8. 
W. The kiagto adverse Q. bishop's 3d* 
B. The king to his queen's square. 

9. 
W. The rook to adverse Q. rook^s ^ 
B. The king to his sqvare. 

JO. 
W. The king to adverse queen's 3do 
£ The king to his bishop *s square. 

11. 

B. The king to hift knig^t'i bqti^M. 

(ififc ( ]'-^- h ' ■ \ ' • ' ^-- 't il l]. 



(e) la ^e proseiit case l^e U olill]t^ tt' plic« )A W^ 
^jpofije to yom) or sfisbln^ty t^'kHiAroofi'tib^ kWil^ 

12. W. 



-• ¥ * • » . ■' 



B. The IHirfb Mi» rd»l?'s ^«IUtf. 

19. 

W. THe i% «&'tte ;imim k; ihi^'dM. 

14. 

W. The rook gives check-mate. 



There is uiotber mode of giving chcck-inate 
i¥ith a rook^ vvhich may be practised Mrith great 
facility^ and which friUi io generaU be found 
more summary than that which has been ezhi« 
bited. A description of it, sufficiently intelU*r 
giblcj may be conveyed to the player, withotft 
a notation of the moves. The principle of it, is, 
to confine the adverse king in a square, two 
sides of which are formed by the. extremities 
of the board, and two sides by two impassable 
lines, running from the station of the rook. 
This station must, at the commencement, pre- 
scribe all possible limitation; and the square 
you continually abridge, by the progression of 
the rook, supported by the king. When the 
king is reduced to an area of ibur 

squares. 



tB6' CHECK- M4.TE WITB^ Jl tROOK. 



pquaresy it will be propeir to suspend the actioa 
of the roQ^i i^ai^ip^ Ilhaia Ibip great; .^HlgOnfit/ 
on the third square /rpni; the oorne);.^ . ThC 
interim will be emplayed in seating your own 
king I jpn.tl^: third square of the rank^oi; thoF^ 
file. Thu cqgiiplf t^ the prqiariktioa for $b((cV'; 
mate. 



%. • • 
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- :'' CONCLUSION 
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-^ CONCLUSION or A i^AiTry/ 

WON BT THE QVlBBli -AO'AINST A.. BOOK^' AIft> 

A FAWN. 






S)ilfMtfipn;({jri tA^ Pfecds.: 



i . .t 



White. — The king a^ 14f^ish9p'a.4thf • r 
The queen at her ^* square^ i 






Black.— The king at ^is 2d square 

A rook jat its. kind's 4tb. ^ 

Queen's p^wn at |he: qveen's^ 3d1 



a 



. # ^ ' » 



14 . ■' - • 

W* The queen gives » cheeky at adverse K.4 

rook^Sd (a). 
B. The king to his 3d square^ v. 



f This p^rtjr. is-* a ^rawB gam^^ vwh^n the pawn has not 
been moved froln if» place.; but, in the event of its haviog 
been advanced, the queen must win. 

' («) His defence depends entirely upon not letting youi" 
king pass, and in medit^tipa of the in^ejaded obstructioni 
plapng &ls rook alternately fro^ the queen'^ bishop's fourfh 
t# the king's fourth, being always supported by his pawn* 

% w. 



{ 
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knight's square (5). 

W. The queen to adtene Q. bishop'f tquare. 
B. The cook4loitt^Q.'b$pho^'« M. . 

4. 
W. The queen j^ves ehedi^ at adTerte < 

knight-'s2d. 
B. The king to hit 3d square. 

5.' 

W. The queen to adverse K. knighfs ^. 

B. The rook to its king's 4th. 

6. 

W. The queen to adverse Q. bishop's 2d (c). 
B. The rook to its Q. bishop's 4th. 

7. ■ ■ 
W. The queen to adverse qw«eB>#qiMWe- 
B. TherooktoitSrAM«>^ 



m Tiiis moT« l«8op«rfluoi« Midwiwaia«g; «»4Iia- 
produce it, onlr to A«w, by whrt trfrUl n««»tu«« «.y 

be gained or lost . . . t- 

(c) TJn« moye toy« a certiOii fow«««lo« for dwialoji » 
uf fwour; yoa must, tkerefow, a* Ae »<!<*« mmf^i 



the queen, tike dii* posftion 



8. W. 



square (d). 
B. The kii^ to hit quecmV ,4lb- 

B. The rook.|piy«9«i|^ (/). •£$ 

10. 
W. The kiflg to MliroMelLlpufaQp'f 4<h, . 
B. The rook ^ty«8 fjmvk. 

■ ■ Jl.'' ••-... 
W. Theklogteji4wr#BiK.bi8hQp^s^. 
B. Therg^tpMners^JsingM^^^j). 



^ " * , i'l f ^ ■ ' . t I ■■' - ■ n 



' ;,!■ ■ ■ ' ■ . 



(d) TUf chepk foreet Us king to occupy the nime file 
witk his pawn ; this will be a great facilitj to your own 
king, in passing, 

^{ej Xfiu jBjU^ ^^t]fi imdert^e^dileinma c^ i^mfivipghis 

(fj If he had pUiy:^ 1^9 \\r^ to yqur qii^^'s foi^(^ 
JH^^^^ ^f^ f¥y^ ypur q^peji to Ijs pe^n^s |>i^^>p'8 
third. In the first»back game« to obstruct y9^jiiM%,ifi 
jj^s ^ ^9jfc tp, i^ k|i^'^ rook'^s fo^th. 

iif^rlf ^^fi» f^?> ¥.^«**^yftd^siigg.^yowque^^ 
fourth, you must have played your queen to his y^ ji* 
bishop's third.^ 

12. W, 



: r 



Ife. 

bishop's 4th. . • • '^- v 

B. The rook int^|k)se8. -r - - - » o" -* =- * -^ 

rg. 

W. • Tbs' ^ieto gives cbeckl fet tuer W* ^uareV 
B. The king to^his Q. bishop* 4|b; - • ' • ca 

W. Th^'qucett-ib feriSdisqtiiiffe (ft.)J- * t 

B. The king to his Q. bishop's 3(h '. v . v. i U 

IB. 
W. The qiieenf totter 4th sqilan?/ / 
B. Theking tohis.queen'sSd (/).-«i::8* a . . 

16. 

W. The queen to her bishop 'tj4tb. 

B. The rook to its Q. bishop's 4th (k). 

'' (h)' At the itisiaht your king gets iti'the'rear oif his pawn, 
die adrahtage of the game will turn on your side : to attai^ 
tlus> you'mast^fdrcehhh toptay his' king. ^ 
•. (i) Hfe plays the kirfg to- his Queen's bishop's second, ik 
Hier see(md Bact-game; ' * 

(k) If he had detached th^ rook from his king, joxtr 
objecf inust IiaVe been to f<n-ce hii^ rOok, hy adlyergent 
•heck. . ' - 



/ ? 



17. W. 



4 RO0& AKD 1PAWN. 21:1 

17. 
W. The queen gives check, at adverse K.^ 

bishop's 2d. 
B. The king to his Q. bishop's 3d. 

18. 
W« ^Ebe kiogto adversS king's 2d, 
B. The rook gives check. 

19. 
W; The king to adverse queen's square. 
B» 'ipherookto his Q. bishop 's4tfa. 

W. The quj^ giv^s cheeky at adverse quem^s 8d; 
B. The king to his queen's 4th. 

W. The king to adverse king's 2d. 
3f The rook to its Q. bishop's 3d. 

22. 
W. The queen gives cheeky at adverse K. 

bishop's 4th. 
B. The king to adverse Q. bishop's 4th. 

23. 
W. The king to adverse queen's 2d. 
B. The rook to its Q. bishop's 4thf 

24. 

W. The queen gives cheeky at her king's 4tl|| 

and must win. 



rx>tl II. E The 
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The termination of this party^ conducted 
from this moye^ may be seen id p. 945.— ^Ai 
many amateurs may not be acqiiaintedidtfi tke 
inethod of giving check-mate with a queeo 
against ^r took, the opportunity which the state 
of the board preseots for ejihibitii^ that opi^rar 
tion is embraced. It may be pursued in im- 
mediate ^pD^qatidii^ , by suspcn^ii^ tl^e Vack^ 



game^i 



! t. 



FIRST 



J 



A. SO<NL AXft PAWX. %^ 



FIRST BACK GAME, 

(h ihe Ninth Move of tk« Blade. 

9. 

W. ---_..,..- 

B. The rook to its K. Mok'a 4th (a), 

10. 
W. The queen gives check, at adverse Q. rook's 

square. 
B. The king to adverse Q. bishop's 4th. 

11. . 
W. The queen gives check, at hfer rttok's 4th. 

B. The king to adverse Q. bishop'iiiSd. 

W. 
W. The quete gives check, at her rook's Sd. 
B. The king where he pleases, his pai«m being 
lost (ft). 



■•■MM* 



(a)' Ris rook being distant from its king, allows you to 
take it by a divergent check, or at least to take bis pawn. 

{h) This back game shews the facility with which a queen 
may force a rook, when detached from its king. 



R % SECOND 



144 QUEEN A«AIK8T A ROOK AND PAWN. 



SECOND BA.CK GAM£> 

* 

On the Fifteenth Move of the Black. 

15. 

^y. . - - - .--.-.--. 

B. The king to bis Q. bishop's Sd. 

16. 
W. The queen to her rook's 4th. 
B. Tbe rook to its Q. bishop's 4th. 

W. The queen gives cheeky at the adverse Q. 

rook's^d. 
B. The king to his Q. bishop '$ 3d. 

18. 
W. The king to adverse king's 2d^ and must 

win (a). 



t > • 



{a) The ability of the king to manoeuvre behind the pawii} 
governs the event of the game. 



- ♦ . .« 
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<3HECK- 



' 345 

Check-mate, 

r 

kY THE <3tIEEM AGAIUST A BOOK. 

A Continuation of the Parly in p. i4l: ■ 

POSITION 01^ tHE PIECES. 



The Black, leAo » in check, to movei 

B. The king to adverse Q. kniglit's 3A. 

k3 25. W. 



246 TH& 4VKS1I 

25. 
W. The king takes tbe pmwn. 
B. The rook to adrerse Q. bishop's 2d* 

26. 
W. Thei king to adverse queer's Hh ( a). 
B. The king to adverse Q. knight's 2d. 

27. 
W. The king to his queen's 4th. 
B. The king to adverse Q. rook's square (b}. 

28. 
W. The king to his queen *s 3d square. 
B. The rook to adverse Q. knight's 2d. 

29. 
W. The queen checks at her rook's 4th. 
B« The king to adverse Q. knight's squarey 

SO. 
W. The queen to her rook^s Sd. 
B. The rook checks^ at adverse queen's 2d (c). 



(aj It is unaTailing to give cbeck with your queen^ be. 
fore your king has approached the adverse king. 

{ky He offers you his rook for nothing ; but^ if yen take 
it, he will be stale^mate. 

(c) Your last more was not tactical. (Th»*^ee»shMild 
have remained on the fourth square from the corner.) It 
was made to shew the game which might then be played 
hy your adversary : if you were to take his rook, he would 
be stale-mate. Similar relations cannot be too mach at* 
tended tp. 

31. W. 



... • > 
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9h 

W. TM ikiDg to liis Q. bishop's 34. . 

B. The rook checlu, at adver^p Q. bishop's 2d. 

82. 
W. The king to his q^i^n's 3d (d). 
JB. Thoro^ chfs<;k8/atifLdver9e <j^ueea's Sd» 

33. 
W. ThjB king to his 3d square. 
B. The rook to adverse Q. knight's 2d. 

W. The queen to her rook's .4tb(£). 
B. The ro^k to adverse Q. bMhpp's 2d. 

35. 
>W. The king- to his queen's 3d. 
B. The rook to adverse Q. knight's 2d. 

36. 
W. The king to his Q, bishop's 3d (fj. 
B« T}ie rjffDk.to adverse K. rook's 3d. 



(d) Had you played yoar king to your qtieen's knigbt's 
third, he would have made a drawn game, by giving you 
check, at your queen^s bishop's third. 

ie) Your king may now invest tho adversary, by a ni^ar 
approach^ without any danger of making him stale.mat^ 

(/) He is obliged, to remove his rook from his kiD^ 
which .gives you aa opportunity of taking his robjk bjra 
divergent check* or making him mate. 

. / . , n. 4 37. W. 



S48 QUEBN AGAINST A BOOK* 

87. 

W. The queen gires check/ at^ adre^se ^^ 
knight's 4th. * - -^ : . i is 

B. The king to adverse Q. rook's square. 

• 38. ^ . ) •/ - .1' 
W. The queen gives cheeky at adverse Q. rook'a 

3d. 
B. The king to the knight's square (g). 

39. 
W. The queen gives cheeky at adverse Q* 

knight's 3d. 
B. The king to adverse Q. rook's 3d.; 

40. 
W. The queen gives cheeky at adverse Q. rook's 

2d. 
B. The king to the knighf's square* 

41. 
W- The queen gives check/ at' her K. knigblV 
square ; and vrins the rook** 



Cg) If h6 h^d ccfyered ihe ciieckj joii #dafd hard gi^en 
mate at your queen's bishop's s)i|uare. 

* His party can be won, only by forcing the adversary 
to detach his rooky in order to ensure iii ftHiy by a diver, 
geat check.. 



A DRAWN 



A PRAWN GAME, 

, , « i If'... CI , 

AGAINST THE QUEEN^ BY A ROOK AND A 

Sititation)of;Ui(J^ie€n-. 

White.— The king at the adverse queen's 4th* 
The queen at her'knight^s 3d« 

BxACKv^ — The king at his queen's square. 
The queen's pawn at its^ square. 
The rook at its king's 3d. . 






«a 



1. 

W* The queen gives cheeky at adverse Q. 

knight's square* '' * 
B. The king to his 8d square* 

2. 
W. The queen to adverse ft. knight's square, 
B. The rook to its Q. bishop's 3d. 

3. 
W. The kin^ to the adverse kiog^s 4th. 
B. The rook to its kiiig^s 3d, giving check. 

- - 4. 
W. The king to adverse queen's 4th (a). 

^ (a) In tld& potition it is d dmwn game ; because neiflier 
the queen, nor the* kiog^. isn coniie viffon the rear of th^ 
Mack pawn< ay in the former party. 

/' A DRAWN 



A drAwn game. 

16AIHST A ROOK AND A PAWN^ BT A ROOK; 

Or LOST game; 



IT THB PLAYBR HAYIMG ONLY A ROOK PLAV 

ILL. 



. .1 



SUtuaion of ihe^ Pieces. 

White. — The king at adverse K. bishop's 4ih. 
The pawn at its king's 4th. 
The rook at adverse K. rook's 2d. 

Black.— The king at his square. 

The rook at its queea's rook's 3d: 






• f 



1. 

W. The pawn 1 square. 

B. The rook to its Q. knight's 3d (a).^^ 



(a) By Gommttading tto MtA ftak wldii Aii> rook, /lie 
aiaoQfs yovLf- ktii^' froni' adrsiicttiCf' Ir ho wvk to dcwrt 
^kU fftak before jtm bad imshedr yionripawp, hb wdaMlose 
4? pfkHff aswiU be seen hj a back gtmel ) 



/■. 



2. W. 



r 



ROOK AND FAWN AGAINST A ROOK. ^1 

3. 

W. The rook to adverse Q. rook's 2d. 
B. The rook to its Q. bishop's 3d {b). 

3. 
Vf. The pawn 1 square* 
B. The rook to adverse Q. bishop's square (c). 

4. 
W. The king to adverse K. bishop's 3d. 

B. The rook gives cheeky at *ad verse K. bishop's 

square (dj. 



{b) He ought not to move his rook from this line, until at 
the instant of yoar pushing the pawn. 

(c) If he had given check, he would have lost the gaoie« 
(^d) And he mutt give jou perpetaal check, ^unless joii 
will be induced to detach your king from your pawn : and 
if, in adopting that course, you enfilade obliquely fiom fis 
successive checks, toward his rook, he will transport his 
rook, at the moment of its being reached by your king, so 
as to ensure the fall of your pawn.---If your king retire 
upon your own rook, he will change rook8< 



VARIANT 



252 tlOOK. AND PA^N 

VARIANT GAMEi 

• * 

ON THE FIRST MOVE OF THE BI.ACK^ 

WHICH A ROOK AND A FAWN WIN A«AIN8T 
A^ ROOSL. ' 

i. 

B. The rook to ^Averse Q. rook's squa[r£. 

* o 

W. The king to adverse K. bishop's 3d faj* 
JS. The rook gives check, at adverse K. bi&hop'i 
square (6). 

3. 
W. The kiog to adverse king's Sd. 
B. The king to his bishop's square (c)« 

4 
W. The rook gives check* 
B* The king to his knight'^s 2d. 

(a) If you had placed your king opposite his, he cHv^A 
have regained the opportunity of making a drawn game, by 
giving check with his rook. 

0) Ilad he given check at his queen^s rook^s third, you 
must have covered check with your pawn : and hiid he re^ 
moved his king to his queen's square^ yon must have given 
check with your rook^ afterwtrds playing yOur king to the 
adverse king's second square^ 

{c) Had he left his king unmoved^ you must hav^ given 
check, and changed rook for rook* 

^ > 5. W. 



AeiLlKST A ROOK. !iS3 

W. The rook' to adyerse king's square (rf), 
B. The rook to adverse sking's square, 

6. 
W. The king to adverse queenfs Sd. 
B^ The king to his bishop's 2d (e). 

7. 
W. The pawn 1 square, giving cheek, ^ 
B* The king to his knight^s ^ ffj. 

. o« 

1 

W» The king to adverse king's 2d (gjj. 
B. The rook to adverse king !s 2d. 

W. The rook to adverse queen ?s square. ^ 

B. The rook to adverse king'sjsqaare* 

10. 
W, The rook to its queenfs 2d. ^ 

B. The rook to adverse king's 3d, 



(dj This i^ the only move whicb can ensure yictoiys 
ewery other leads but to a draum game. 

(ej Had he given check, you must have played your king 
to the adverse .king's second. 

(f) Had he played his king to his bishop's third, you must 
have given check with yout rook, and at the next move 
pushed your pawn. 

(g) Had you pushed your paw% it would have been a 
drawn game. 

11. w. 



• « 



W. The rook gtves dbedc^ at its K« kaig^hi's 2!d. 
B. Theking^to his rook's Sd« 

12. 
W. The king to adrerte K. bishop's 2d. ' 
B. The rook gives checJc. 

IS. 
W. Tbekiog to adverse king's square. 
B. The rook to adverse king's 3d, 

14. 
W. The pawn 1 Kquaie. 
B. The ropk to adterce queen's 3d (ft). 

16. 
W. Theroqk^oiteQ.btftbop'eSd. 
B. The king to his knight's 2d. 

1«. 
W. The rook to advelrae <^.> bishop** W (i*). 
B. The rook to adverse queen's Sd. 

17. 
W. The rook to adverse queen's 2d. 
B. The rook to adverse Q. knight's 2d. 






r 

(A) He plays thus, in order t6 hinder your king from 
moving ont on the queea*s side of the board, and to bring 
him/ by a check, ag^n under your pawn, in case he mote 
out on the king's side. 

(i) As in England, to give stale-mate is ttie loss of iht 
game, you might, at Ws nioTC, play your rook to your 

«?^^'f """^'r 18. W. 



la 

W« The rodk to iti queen's square* 

B^ Tbe rook gives ct^eck. .:. < 

19, 
W, The king^ to adyerse queen's fS. 
B* The Fook gives ch^(^. 

W. The king to adverse king's 3d, . 
B. The rook gives check, 

31. 
W. The rook interposes. 
B. The rook to its Q. knight's square; 

99 

W« The rook to adverse queen's square, and 
will wip. 



i . 
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A«A1^ST A QUEEN AND A PAW*f, i^f-it^qty^Eir? 

Whitb.— The king at adverse R; i6ipt*sid. '^ 
The pawn at adverse K. bishop's 3d. 
Thequceii'kthferSdifiiiare.- '^ '*' 

Blace. — The king at adterse O. knight's 4tb, 
The queen at her bishop'sr ♦ttif. '- ■* • ' ' 






W. The pawn 1 square {a). !- . 

B. The queen gives cheeky at her K. knigl^t's 4th, 



2 



W. The queen interposes. 

B. The queen gives cheeky at her king's 4tl|* 

3. 
W. The king to adverse K. knight's square (6). 
B. The queen to her 4th squared 

(a) In this position, the white should seek to exchlinge 
t^neens ; the black should keep the king at a distance from 
the adverse king, in order to prevent that exchange, and 
to be the better enabled to give perpetual check. 

{b) He cannot, in this position, gtre dieck, without 
losing the game ; but he may hinder your pawn from making 

'■/^mr.a k ^ 4. w. 



QUEEN AGAINST QUEEN AND J^AWN. ^7 

W. The king to adverse *^. rook's 2d. 
B. The queen gives cheeky at adverse K- rook's 
square. 

5. 
W. The queen interposes. 
B. The queen gives cheeky at adverse king's 4th: 

6. 
W. The king to adverse K. knight's square. 
B. The queen gives cheeky at adverse K. knight's 
4th. 

7. 
W. The queen interposes. 
B. The queen to her king's 3d fcj. 



(c) It 19 plain, that, when the checking intermits, such a 
position majr be taken as to preyeat the pawn from making a 
quee*. 



VOL. 11. s THE 



:958 qvmii againit a pawn« 



^. THE; three, next examples illustrate the fol* 
lowing 



The pawn of either of. the bishops^ or of 
•either* of. the roo&s, Ht one square from pro- 
motion^ supported by its king^ makes a drawn 
game against a queen — unless the adverse kin^ 
be close to it, or unless the adverse king stand in 
such a relation to the king supporting the pawn 
as may effect a mate with the cooperation of the 
queen. But the king's pawn^ or the queen's 
'piawn/ :6r the p&wn of either of the knights, 
alflibugfa advanced to the sslme position^ inva- 
riably loses. 



A GAME 



A GAME WON 

BY.A qy£9V^ .A{64.INJT Jl ; FAWK ; 

MAKING A QUEEN. 



I-/ 



. • 



» ' i ; » . 1 ♦ 






Situation of the Pieces. ; 

White. *r-T!ie k»ng at adverse Q,. knight's Sd. 
The queen at adverse Q. bishop's 
sqiAire* . ; . 

Black. — The king at adverse K. bishop's 2d. 
Th^.payvn at adverse king's 2d. .* 



. < < 



f : t 



W« The .queen, gives check, at adverse. K, 

bishop's 4th (a V. 
B. The king to adverse '|C. knight's 2d. 

W. The queen gives dieck^ a,t her K. jcnightV. 
4th. '• •,>••••'•■-'•' 



B. The king to adverse K. bishop's 2dr 

3. 
W. The queen gives check, ^t her K.,.bishpp's 

4th. / \ > 

B/ The king^to adverse K. knight's 2d. 

(d) To win this game, the queen must be brought, as 
near as possible, to the ad?erse king* 

• 2 4. W, 



260 qvnn koktmir a pawk. 

4. ' ^ 

W; The queen to ber king's 3d ( &) . 
B. The king to adverse K. bishop's square. 

6. 
W. The queen gives cheeky at her K. bishop's 

3d. 
B. The king to adverse king's square (c}^ 

6. 
W* The king to adverse Q. bishop's 3d. 
B. The king to adverse queen's 2d. 

7. 
W. The queen gives cheeky at adverse queen's 

4th. 
B. The king to adverse Q. bishop's Sd. 

a 

W. The queen gives cheeky at her bishop's 4t1i:. 
B, The king to adverse queen's 2d. 

9. 
W. The queen gives cheeky at her 4th square. 
B. The king to adverse Q. bishop's 2d. 



(6) It is thb moTe wUcIi enables jon to win the game, 
because yon force him to play his king before his pawn. 

(c) As his pawn cannot make a queen^ you must employ 
the interval tn which yonr queen is iaactiTe, in bringii^ 
your king in proximity to Ids, 



10. w. 



«VS£II A6AIKST A PAWN. 

10. 
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W. The queen to heir king's 3d (^). 
B. The king to adverse queen's square. 

11. 
W. The queen gives cheeky at her 3d square. 
B. The king to adverse king's square. 

12. ' 

W. The king to adverse queen's 4th (e)« 



fd) It is tmifonnly the same moye which forces him to 
play his king before his pawn. 

(e) Yon wili proceed with a reiteration of the same mores^ 
till your king is seated close to his pawn, and then the game 
is won* 



B 3 



A DRAWN 
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A DB AWN GAMP^ 

AGAIKST A (^CEEN, BY A. PAWN MEAE MAKIM0 

1 

A QUEEN. 

Sitaatim of the Pieces^ 

WwiTJi.— The king at his Q. bishop's 4th. 
The queep at her king's 2d. 

BiiiAC^. — ^The king at ad verseK. knight's square, 
The pawn at adverse K« bishop's Sd. 



1. 

W, The queen checks^ at her K. knight's 4th, 
!3* The king to adverse K. rook's 2dt 

% 
W. The queen to her K. bishop's 3d. 
B. The king to adverse K. knight's squ2(.re. 

3. 
W. The queen chepks^ at her K. knight's 3dt 
B. The king to adverse K- rook's square. He 
may safely leave the pawn exposed ; for 
you would give stale-mate by taking it : 
this ought thep to be a drawn game^ 

A SECOND 



9SS 



A SECOND DRAWN GAME, 

AGAINST A QtJBCN^ BY A PAWN NKAH MAKING 

A QUEEN. 

Situation of the Pieces. 

White. — ^Tfae king at his Q. bishop *s 4tb* 
The queen at her 4th sqnare. 

Black. — The king at adverse K. knight^s :3d* * 
. The pawn at adverse K. rook's 2d. 



1. 

W. The queen checks, at her K7 knight*s 4th. 

B. The king to adverse K. bishop's 2d. 

2. 

W. The queen to her K. rook's 3d. 

B. The king to adverse K. knight's square. 

3. 

W. The queen checks^ at K. knight's 3d. 

B* The king to the rook's square. Forced per- 
petually to remove your queen to make 
room for his king, you could never bring 
up your king in time : so it must be a 
drawn game. 

s 4 A DRAWN 
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A DRAWN GAME. 

AGA1M8T A fllNGLE PAWN i 

Or A GAME WON, 

if he who directs the unaccompanieot 
b;ing shoulp not play well. 

Situation of the Pieces. 

WaiTii.-^The king at his bishop's 4th. 

The pav^q i^t adverse K. bishop's 4th, 

BLACiL.-^The king at his bishop ^s 3d. 



mm 



1. 

W, The king to his 4th square. 
B. The king to his bishop's 3d (a). 

W. The king to adverse king's 4th, 
B. The king to his 3d square. 



« • A ' 



(a) It is necessary to bripg his king alternately to the &ce 
of tiie adrerse pawn, and alternately to the face of the ad< 
VPrse kingy in order to oppose the promotioii Off th<e pawn. 

3. W. 
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3. 

W. The pawn I square^ giving check* 
B. The king to his bishop's 2d. 

4. 
W. The king to adyerse K. bishop V4(h« 
B. The king to his bishop's square ( ( ) » <4^. 

5. 
W. The king to adverse king's ^d. 
B. The king to his square (c)t 

6. 
W. The king to adverse K. bishop's 4th. 
B. The king to his bishop's 2d ("dj. 

7.. 
W. The king to adverse K, knight's 4th. 
B. Thekingtohis bishop's square {e)p 



(b) If he had remoyed his king t6 his square, or to the 
knight's square, he would have lost the game. The subject 
of a back^game, 

fc) Were you in the present position to push jour pawn,^ 
you could not sustain it without making a stale mate. 

{d) His defence depends upon opposing his king to yours | 
if, on the other hand> the possession of the moYe enabled you 
to oppose your king to his, you would win the game. 

(e^ He places his king in that alternate opposition to your 
pieces, which infallibly brings on a drawn game. 



8, W, 



2Ci(S^ A 81KGLE Pky^V. 

W. ThekingtoSidvergeK.kiiiglit'sSd. 
B. The king to his knight's square. 

9. 
W. The pawn 1 square^ giving check. 
B. The king to his bishop's square* 

10. 
W. The king is forced to desert the pawn. 



BACK 
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BACK GAME, 

On the Fourth Move of the Black. 

4. 

B. The king to his square^ or to the knight's 
square. 

^ 5. 

W. The king to the adverse king^s 3d, 
3. The king to his bishop's square. 

: 6, 

W. The pawn 1 square. 
B. The king to his knight's 2d. 

W. The king to adverse king's 2d, and will 
win. 



: The reader will find in the Introduction to 

» * " 

Chess^ General Maxims, §• 31. a principle 
of criterion for determining when a pawn can \^ 
queened. £Vol. I, 51 — 57.] 
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S68 



A DRAWN GAME, 



BY A KNIGHT DISTANT FKOH BIS KING> 
AOAIHST A PAWN ADVANCING TO QUEEN. 



POSITION OF THE PIECES. 



1. 

W. The knight gives check, at his Q. hiahop's 

square. 
B. The kin^ to adverse Q. knight's 2d. 

3. W. 
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2. 

W. The knight gives cheeky at his queen's 3d. 
B. The king to adverse Q. bidbop's 2d. 

S. 
W. The knight to Q. knight's 4Cb, checking. 
B. The king to adverse Q. knight's 3d. 

4. 
W. The knight to his queen's 3d (a). 



(a) H^ cannot pasb his pawn, without receiying a diver- 
gent check from your knight ; therefore it is a drawn game. 
It ii important to observe^ that in positions, when the 
knifht can neither check, nor hinder the pawn from ad. 
Taocing, a divergent check will be in his power, if the pawn 
be advanced. 



A DRAWN 
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A DRAWN GAME, 



• I 



AGAINST TWO PAWNS, BY A SfNGLE PAWN. 

Or A PARTY WON, 

• f 

A 

IF THE PLAYER WITH THE PAWN MISMOVE. 

Situation of the White. 

The king at his 'Mh square. 

King*s bishop's pawn at its bishop's 4th. 

King's knight's pawn at its knight'$ 5th. 

Situation of the Black. \ 

The king at his 3d square. 

King's knight's pawn at its knight's 3d *. 



1. 

W. The king to his queen's 4th. 

B. The king to his queen's 3d (a), -i::^ 



* Before we proceed, let us review the board at the stage 
at which we find the game. If the black pieces were to play 
first, the white would win ; but the white party having to 
commence, it will be a drawn game. 

(a) Had he played his king to his king's bishop's fourth 
square, you would have regained the position ; which would 
have been the earnest of victory. The subject of a back- 
game. 

• % w. 



r 



\ 
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2. 

W. The king to hjs queen's 3d. 
B. The king to his queen's 2d (&). 

3. 
W. The king to his 3d square. 
B. The king to his 2d square (c). '<£:9 

4. 
W. The king to his queen's 4th. 
B. The king to his queen's 3d. 

5. ' 
W. The king to his 4th square. 
B. The king to his 3d square /tf^. . . 



(6) Had he played his king to his queen's fourth, he would 
have lost the game. The subject of the second f^ack-game.- 

(c) By refusing to advance from his eligible station, he is 
enabled to oppose your king, whether you chuse t<> placi 
him at his own fourth, or at your queen's fourth. 

(d) This is the identical position at which we commenced. 
Supposing the future moves of the adversary to be correctly 
made, no variation in your course can prevent it from bei<»g 
a drawn ga^e.' 



t 



' 1 



I 

it. 
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FIRST BACK GAME. 

On the First Mote of the Black* 

1. 

B. The king to bis bishop's 4tb. 

W. The king to bis 3d square. 
B. The king to his 3d square (a). 

3. 
W. The king to his 4th square. 
B. The king to bis queen's 3d (6). 

.4. 
W. The bishop's pawn 1 square. 
B. The pawn takes the pawn (c). 

5. 
W. The king takes the pawn. 
B. The king to his 2d square. 



(a) Had he remoTed his king to your king's knight's 
fourth, he would lose the gamcy equally as he will by the 
present course. 

(6) Had he played his king to his second square, or to his 
queen's second, you must have advanced your king opposite 
his, to effect the capture of his pawn. 

(c) He could have declined taking your pawn; an experi. 
meat that is tried in the second ba(ck.game| at the fifth 
move. 

6. W, 
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6. 

lY* The kiog to adyerse K. knight's 3d. 
B. The king to his bishop's square. 

7. 
W. The king to adyerse K. rook's 2A, and must 
win. . . 



VOL. II. 



SECONjp 



^?* 



-»^>o ^m?: H^m"^ ^^' 



§tECpNP BACK GAMP, 

On the Second ilove of the Black. 



*n 



B. The king to his queea^s 4tb. 

3. 
W. The king to bis 3d square (a^). 
B. The king to his 3d square. 

4. 
W. The king to his 4th square. 
B. The king to his queen's 3d (6). 

5. 
W. The bishop's pawn 1 square.. 
B. The king to bis 2d square. 

6. 
W. The pawn 1 square^ giving check (c). 
B. The king to his 3d square. 



(a) You again get the position, because he cannot play 
his king fronting yours : he must retrograde either to his third 
square, or to his queen's third square. In either case, your 
king may place himself in opposition to his. 

(b) If he had 'withdrawn his king to his second square, 
or to his queen's second, you must have adranced your king 
opposite his. 

(c) Had you taken his pawa with yours, it would haT.e 
been a drawn game« 

7. W. 

< I 



" t 
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X1R* rJtnUf 9jamwt amu ■ mS 



1^/ 
W. The king to hia^ixei^'^mi'. 
B. Theking tb'bh^xpiem'aykXd): 

W. Tlie Mirtiop*s-pfBhirii 1 s^M^ 
B. The king to fw« 1B4 ijiwrre; 

•»: 

B. The king takes the^trn." 

10. 
W. The king to adverse queen's 3d. 
B. The king to his bishop's square. 

11. 
W. The king to adverse king's 3d. 
B. The king to his knight's 2d. 

12. 
W. The king to adverse king's 3d. 
B. The king to his knight's square. 

13. 
W. The king to adverse K. bishop's 3d. 
B. The king to his rook's 2d. 

14. 
\y. Theking to adverse K. bishop's 2d. 
B. The king to his rook's square. 



(d) By this 8t6|> he has regained the position, since he 
may oppose king to king ; but by the sacrifice of a pawn you 
may recover it over him^ and a tingjle pawA is enough to 
win the game. 

T 2 , 15. W. 
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15. 

^ 

W. The kiog takei the pawn. 

B. The king to his knight's square. 

16. 
W. The king to adyerse K. bishop's 3<L 
B. The king to his bishop's square. 

17. 
W. The pawn 1 square^ and makes a queen 
without opposition. 



A DRAWN 
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A DRAWN GAME, 

BY TWO ISOLATED PAWNS^ AGAINST TWO 

UHITED PAWNS. 

Situation of the White. 

The king at his queen's 3d. 

Queen's bishop's pawn at its bishop's 6th. 

Queen's knight's pawn at its knight's 4fth. 

Situation qf the Black. 

The king at his queen's 4th. 

Queen's knight's pawn at its knight's 4th. 

King's knight's pawn at its knight's 4th^. 



1. 
W. The king to his 3d square* 
B. The king to his 4lh square, 

2. 
W. The king to his bishop's 3d« 
B. The king to his bishop's 4th. 



* If Uie black wore to comiQence plaj, the white would 
win. 

T 8 3. W. 



S80 POWERS OF PIECES COMBINED. 

Two knights by themselves cannot mate. 

Two bishops by themselves may mate. 

A knight and a bishop may mate. 

A rook> against a knight^ makes a drawn 
game* 

A rook^ against a bishop^ makes a drawn 
game. 

A rook and a knight^ against a rook, make a 
drawn game. 

A rocrk and k bishop^ against a rook, win. 

A rook and a bishop, against a queen, make a 
drawn game. 

A rook and a knigbt, against a queen, make 
a drawn game. 

A queen, against a bishop and a knight, may 
win. 

A rook> against a bishop and t^o pawas> 
makes a drawn game. 

A rook, against one knight and two pawns, 
makes a drawn game, because in this, as in the 
last case, he who h^ the single potent piece, 
cannot be hindered fropi sacrificing it for the 
two pawns. 

. A queen, against pm rap\ and two pawns, 
makes a df awn gaipe. 



f 
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GAMES 



Iplapeti tntti^out geeing t&e OSoatD* 



Mb. PHILIDOR being, of c^inipp that an 
entire collection of the games he has played 
without looking over the chess-board would, 
not be of anj service to amateurs, he will 
onlj publish a few parties which he has played 
i^ainst three players, at once, subjoining the 
names of his respectable adversariefi, iu order 
to prove, and traqsmit to posterity, o, fact, o£ 
which future ages might otherwise entertain 
some doubt. 

The following Account qp^ared in the London 
Mws-papevs, the 9th of Mhiy, I'tSS : 

'^ Yesterday, at the Chess-club in St. James's 
Street, Mr. Philidor performed one of those 
wonderful exhibitions for which he is so mucj^ 
celebrated. He played at the same time three 
different gaqic^, without seeing either of thQ 
tables. His opponents, were (]!ount Brijhi^ 
Mr. Bow^li;e, and Mr- Maseres. To those 

who 



282 FIRST itJtrcu. 

"who understand Chess, this exertion of Mr. 
Puilidor's abilities^ siust ' flppear one of the 
greatest of which the human memory is sus. 
ceptible. He goed iftrodgh ib ^i£h astdtriiAiing 
accuracy, and often corrects mistakes iu those 
who have the boafd before {fiem. Mr. Puili- 
DOR sits with his back to the tables, and some 
gcfntlemail presdit, whd tttkes his {tahrf, inllc^ms 
him of th« niiWe of irif antAg^disf, AjUA tbkH^ hy 
bift directiod, plays his piet€^/* 

III the tripte party before mtenfiotied, Mr. 
I^HiLibOR gave the move to Connt Bitudt/ Mtd 
Mr. BowBLitR, and the stdvantiige of a ptLWf^ 
and the move to Mr. MasiskbS : thcf ihbvei of 
Hach party were played Alternately. 



1. 
W. King^s i<awn 2 squ&res. 
B. The same. 

1 

W. King's tiisbopto Q. bishop's 4t1i. 
B: CI. b. pawn t square. 



3. W. 



COUNT VBVn%*9 WlRTY, 1W8 

W. The queen to her kkgp'ffaft*. 
B. Q. pawn 1 square. 

4. 
W, Q. b. pawn 1 square f. 
B. K. b. pawn 2 squares. 

5. 
W. Q. pawn 1 sq^ttare. 
B. K. knight to his bishop's Si. 

6. 
W. The K. pawn takes the pa^n. 
B. The Q. bishop takes the pawn« 

W. Q. pawn 1 square. 
B. K. pawn 1 square. 

W. Q. bisbdf^ t» adverse K. knight V4tli. 
B, Q. pawn* t s^are J- 

W. K. bislbp ify ^. knigb*'9 SA. 
B. K. bishop to^ his queen's^ 3d. 



* Q. pawn % squarefy is a godi' iAofe fot tktf "^hit^ in 
this situation. Perhaps, i^ tmM&t Be dl^mdns^scted b»e«er 
than the one employed, but it is more offensive, and less 
confining* 

f Rather, JT. b. pawn ^ squares. E. 

t Bow ttosiMjr FiiHdar kss plajro^ his p9.mt. Giye 
kirn a slight advantage, and he uses it exquisitely. E.' 

10. w; 



)Cov 
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10. 

W. Q. knight to his queen's 2d *. 
B. The same. 

11. 
W. K. r. pawn 1 square. 
B. The same. 

12. 
W. a. bishop to his king's 3d. 
B. The queen to her king^s 2d. 

13. 
W. K. b. pawn 2 squares. 
B. K. r. pawa I square. 

14. 
W. Q. b. pawn 1 square. 
B. Q. r. pawn 1 square. 

15. 
^' TJip Q. b, pawn takes the pawn. 
Bt The Q. b. pawn takes the pawn. 

16. 

W. ThequeentoherK. bishop's 2d, 
J5, The king castles with his rook, 

17. 
W. K. jknight to his king's 2d, 
B. Q. kn. pawn 2 squares. 






f a. b. pawn I tquariy may be ptderaUe. E. 



18. W. 
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18. 
W. The king castles with his rook. 
B. Q. knight to his 3d square. 

19. 
W. K. knight to his 3d sqoare. 
B. K. kn. pawn 1 square. ' . 

20. 
W. Q. rook to its bishop's square. 
B. Q. knight to adverse Q. bishop's 4th. 

21. 
W. The K. knight takes the bishop. 
B* The K. kn. pawn takes the knight. 

22. 
W. The queen gives cheeky at her K. knight^s 

3d. 
B. The queen covers the check- 

23. 
W. The queen takes the queen. 
B. The king takes the queen. 

24. 
lY. The K. bishop takes the Q. knight. 
B. The Q. kn. pawn takes the bishop 

25. 
W. K. kn. pawn 1 square. 
B. Q. rook to its knight's square. 

26. 
W. Q. kn. pawn 1 square. 
B: K. bishop to adverse Q. rook s 3d. 

27. W. 



W. Q. rook to «b Q^ :hifl¥^p^ Ai 

B. The Q. kn. paimid&eftdiiel^ bQ.fuiroC 

W. The Q. r. pawnialDesAfaeipawnL 
B. K. rook to Q. bishops wqtiare. 

W. The Q. rook takes tlie mok. 
B. The .rook tp(kfi& tfia rook. 

30. 
W. The rook to ^- rook's s^iiace; , 
B. The bishop lo adver^^Q.kAigbt?«4iih. 

31. 
W. The rook takes tlie iQ. <r . pawn* 
B. The rook to adverse Q. bishop's 3d. 

32. 
W. The king to his bishop's 2d. 
B. The rook to ad^nfte^neeo's 3d. 

33. 

W. The rook to its queen's rook's 2d. 
B. The bisjbop^akes the koiglft. 

3i. 
W. The rook takes the Wishop. 
B. The rook takes the^ kn. pawn. 

35. 
W. The rook to Q. bishop's 2d. 
B. K. r. pawn 1 square. 



36. W. 
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W. The rook gives ch.eck^ nt ^dv^ra* ^« 

bwhop>^d, 
B. The king to his knigiit's 3d. 

W. K. kn. pawn^s^ke^itlieir.. pawil* 
B. The knight to his rppk's 4th; 

W. The rook to adverse qjVfMm'ailiSdf 
B. The knight takes the K. b. pawn. 

W. The bisbjjp t>ik«p the kni|fH , 
B. The rook gives check, at adverse K. bishop's 
3d. 

W. The king to his knight's 2d. 
B. The rook takes the bishop. 

W. Hie rook takes the queen's pawn. 
B. The rook to adverse K. bishop's 3d. 

W. The rook io adverse queen's square. 
B^.The rook to adverse queen'* M. 

IKi ^. fiftwa 1 square^ 

V K- b. paMFn 1 squate. 



» < 



44. Yf. 
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44. 

W. Q. pawn 1 square. 

B. The rook gives check, at adverse queen's 2d. 

• 45. - 
W. Jhe king to his bishop's square. 
B. The king to his bishop's 2d; 

46. . 
W. Pawn in K. r. file 1 square. 
B. King's pawn 1 square. 

47. 
W. Pawn in K. r. file 1 square. 
B. K. b. pawn I square ; and wins. 



Mr. BOWDLER'S Party, 

1. 

W. King's pawn 2 squares. 
B. Q. b. pawn 2 squares. 

3. 
W. K. bishop to Q. bishop's 4tb. 
B. K. pawn 1 square^. 



* A master knows how safely to make a move, which, 
in a different order, would have been bltd* Had Philidor 
played the first move thus, his competitor wotld hate 
pushed the Q. pawn, which the previous adrance of the 
black Q. b. pawn now prevents. The move of the adyerst 
K. bishop also conduced to make it safe. E. 

3. w. 
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• > * « . 



"5. 

W. The queen to h^r king's ^d. 
B. a. knight to his bishop's 3d. 

.^» 
W. Q. b. pawn I square. 
B. Q. r. pawn 1 square, 

5. 
W. Q. r. pawn 2 squares* 
B. Q. kn. pawn 1 square. 

6. 
W. K. b. pawn SsquiMTes. 
B. Q. pawn 1 square. 

7. 

« 

W. K. knight to his bfshap's 3d. 
B. K. knight to his king's Sd. 

8. 
W. K. bishop to Q. ropk's 24* 
B. K. kn. pawn 1 square. 

9. 
W. Q. pawn 1 square. 
B. K. bishop to hi9 knight's Sd. 

10. 
W. Q. bishop to his king's Sd. 
B. Q. pawn 1 square. 

11. 
W. Q. knight to his queen's Sd» 
B. The kuig castles. 

TOL. II. ¥ i2. W. 
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12. 

W. The king castles \rith his rook^ 
B. K. b. pawn 2 squares. 

13. 
W. K. pawn 1 square* 
B. K. r. pawn 1 square. 

14. 
W. Q. pawn 1 square. 
B. Q. b. pawn 1 square. 

15. 
W. Q. kn. pawn 2 squares. 
B. Q. kn. pawn 1 square. 
^ 16. 

l^Q «« W. K. bishop to his Q. knight's square. 

B. Q. bishop to his queen's 2d. 

17. 
h W. K. bishop to his Q. bishop's 2d. 

B. The queen to her bishop^s 2d. 

18. 
// W. K. r. pawn 1 square. 

B. The king to his rook's 2d. 

19. 
W. The king to his rook's 2d. 
B. Q. knight to his rook*s 2d. 

20. 
// W. K. kn* pawn 2 squares. 

B. The Q. kn. pawn takes tUe Q. n pawn. 



21. W. 



J 
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21. 
W. The K. bishop takes the Q. kn. pawn.* 
B. Q. knight to his 4th square. 

W. The K. bishop takes the knight. 
B. The Q. bishop takes the bishop. 

23. 
W. K. rook to its knight's square. 
B. The same. 

24. 
W. K. rook to K. knight's 3d. 
B. Q. r. pawn 1 square. 

26. 
W. The Q. kn. pawn takes the pawn. ^ 

B. The Q.. rook takes the pawn. 

26. 
W. K. rook to K. knight's square. 
B. K. rook to Q. rook's square. 

W. The Q. rook takes the rook. 
B. The queen takes the rook. 

28. 
W. 'X^^ too\i to Q. bishop's square. 
B* The queen to adverse Q. rook'»3d. 

29. 
W. Q. knight to his K. bishop's square. 
B* The queen to adverse Q. knight's 3d. 

u 2 30. W. 
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30- 
W. The queen to her square. 
B. The rook checks, at adverse Q. rook^s £d. 

31. 
W. The bishop interposes, at his queen's 2d. 
B. The queen takes the queen. 

33. 
W. The rook takes the qiieeh. 
B. Q. bishop to adverse Q. rook's 4th. 

33. 
W. The rook to Q. knight's square. 
B. Q* bishop to adverse Q. knight's Sd. 

34. 
W. The king to his knight's 3d. 
B. The knight to Q. bishop's 3d. 

3b. 
W. Q. knight to his king's 3d. 
B. K. bishop to his square. 

36. 
W. Q. bishop to his square. 
B. K. bishop to adverse Q. rook's 3d. 

37. 
W. K. r. pawn 1 square. 
B. The bishop takes the bishop. 

38. 
W. The rook takes the bishop. 
B. The knight to his king's Sd. 



39. W. 
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S9. 

W. K. r. pawn 1 square, 

B. The rook to adyerse king's Sd. 

40. 
W. The rook to hii king's square. 
B. The rook takes the rook. 

41. 

W. The knight takes the rook. 
B. The K. b. pawn takes the pawn. 

49. 
W. The king takes the pawn. / 

B. The knight to K. bishop's 4th. 

43. 
W. The knight takes the knight. , 
B. The K. kn. pawn takes the knight^ and gives 
check. 

44. 
W. The king to his knight's 3d. 
B. The bishop to adverse queen's square. 

45. 
W. The knight to K. bishop's 3d. 
B, The bishop takes the knight. 

46. 
W. The king takes the bishop. 
B. The king to his knight's 2d. 

47. 
W. The king to his 3d square. 

B." The king to his bishop's 2d. 

u 3' 48. W. 
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48. 
W. The king to his queai's Sd. 
B. The king to his 2d square. 

W. The king to the Q. bishop's ^. 
B. The king to his queea's 2d. 

50. 
W. The king to the Q. knight's 2d. 
B. The kingiio the Q. bishop's 3d. 

51. 
W. The king to the Q. rook's 3d. 
B. The king to the Q. knight's 4tb4 and makes 
a drawn game. 



m 



There appears to be no sensible defect in this 
game ; which^ on both sides^ is conducted with 
unremitting circumspection. 



Mr. 
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MR. MASERES' PARTY. 

He received the Kin^s Bishop's Pawn, 

and the Move. 

1. 

W. King's pawn 2 squares. 
B. K. knight to his rook's 3d. 

2. 
W. Q. pawn 2 squares, 
B. K. knight to his bishop's 2d. 

3. 
W. K. bishop to his queen's 3d*. 
B. K. pawn 1 square. 

4. 
W. King's knight to his bishop's 3d. 
B. Q. pawn 2 squares. 

5. 
W. K. pawn 1 square. 
B. Q. b. pawn 2 squares. 

6. 
W. Q. b. pawn I square. 
B. Q. knight to his bishop's 3d. 



* K, b, pawn 2 squareSj wovld more improye the present 
iRequalitjr. £• 

u 4 7. W. 
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7. 
W. Q. bishop to his kiog's 9i. 
B. Q. kn. pawn 1 square. 

8. 
W. K. bishop to adverse Q. knight's 4th. 
B. Q. bishop to his queen's 2d. 

9. 
W. Q. r. pawn 2 squares. 
B. Q. r. pawn 1 square. 

10. 
W. K. bishop to his queen's 3d*. 
B. K. kn. pawn 1 square. 

11. 
W. The king castles. 
B. The queen to her bishop's 8d. 

12. 
W. The queen to her king's 2d. 
B. Q. b. pawn 1 square. 

13. 
W. K. bishop to Q. bishop's 2d. 
B. Q. rook to its knight's square f. 



* Fhilidor is now, before he plajs, amove a-head; for 
we mast reckon two lost mores^ among the three consumed 
in taking this station. 

+ This, and the subsequent mores of the Q. kn. and Q. r. 
pawns, to produce an opening for i^e rook, are extnemely 
able. E. 

14. W. 
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14. 

W. Q. knight to his rook's 3d. 
B. K. bishop to his king's Sd. 

15. 
W. K. r. pawn 1 square. 
B. The king castles with his rook. 

16, 
W. K. knight to his rook's 2d. 
B. Q. kn. pawn 1 square. 

17. 
W. The Q. r. pawn takes the pawn. 
B. The Q. r. pawn takes the pawn. 

18. 
W. The queen to her K. knight's 4th. 
B. The king to his knight's 2d. 

19. 
W. K. b. pawn 2 squares. 
B. K. knight to his rook's 3d. 

20. 
W. The queen to K. knight's 3d. 
B. K. knight to K. bishop's 4th. 

21. 
W. The K. bishop tak^s the knight. 
B. The K. rook takes the bishop. 

23. 
W. The queen to K. bishop's 3d. 
B. Pawn in Q« kn. file 1 square^ 

83. W» 
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23. 
W. The Q. b. pawn takes the pawn* 
B. The knight takes the pawn. 

24. 
W. K. kn. pawn 2 squares. 
B. K. rook to its bishop's square. 

25. 
W. The queen to K. knight's 2d. 
B. The knight to adverse queen's Sd. 

26. 
W. Q. bishop returns to his square. 
B. The queen to her knight's 3d. 

27. 
W. Q. knight to Q. bishop's 2d. 
B. The knight takes the bishop. 

28. 

W. The Q. rook takes the knight. 

B. The queen takes the Q. kn. pawn. 

29. 
W. Q. knight to his king's 3d, 

B. The queen takes the queen. 

30. 
W. The king takes the queen. 
B. Queen's rook to adverse CI. knight's 3d* 

31. 
W. K. rook to its bishop's 3d. 
B« Q. rook to adverse queen's 3d. 



32. W. 
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33. 

W. Q. rook to its queen square. 

B. Q. bishop to adverse Q. rook's 4th. 

33. 
W. The Q. rook takes the rook. 
B. The Q. b. pawn takes the rook. 

34. 
W. K. knight to his bishop's square. 
B. K. bishop to adverse Q. knight's 4th. 

35. 
W. The rook to its king's bishop's 2d. 
B. K. bishop to adverse Q. bishop's 3d. 

36. 
W. The rook to its Q. rook's 2d. 
B. Q. bishop to adverse Q. knight's 3d. 

37. 
W. The rook to its K. bishop's 3d- 
B. The K. bishop takes the Q. pawn. 

38. 
W, The rook to its queen's 2d. 
B. The rook takes the K. b. pawn. 

39. 
W. The rook takes the pawn. 
B. Q. bishop to adverse Q. bishop's 4(;h* 

40. 
W. The knight takes the bishop. 
B. The CL pawn ta]Leii the knight. 

41. W. 



300 
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41. 



W. The f ook to its K. bishop's 3d. 
B. The rook takes the rook. 

42. 
W. The king takes the rook. 
B. The bishop takes the K. pawn. 

43. 
W. The king to his 4th square. 
B. The bishop to his K. bishop's 3d. 

44. 
W. The knight to his king's 3d. 
B. <^. b. pawn 1 square. 

45. 
W. The king to his queen's Sd. 
B. The king to his bishop's 8d. 

* W. The knight to his queen's square. 
B. The king to his ^ square. 

47. 
W. The knight takes the pawn. 
B. The bishop takes the knight; 

48. 
W. The king takes the bishop* 
B. The king to his queen's 3d. 

49. 
W. The king to his queen's 4th. 
S- The K. pawn 1 square^ giving check. 



50. W. 
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W. The king to his 4th square. 
B» The king to his 3d square. 

51. 
W. K. r. pawn 1 square. 
B. The same. 

52. 
W. The king to his 3d square, 
B. The king to his queen's 4th. 

53. 
W. The king to his queen's 3d. 
B. The K. pawn 1 square^ giving check. 

54. 
W. The king to his 3d square. 
B. The king to his 4th square. 

55. 
W, K. kn. pawn 1 square; 
B. K. r. pawn 1 square. 

56. 
W, The king to his 2d square. 
B. The king to adverse K. bishop's 4tfa. 

57. 
W. The king to his bishop's 2d. 
B* The king to adverse K. knight's 4th. 

58. 
W. The king to his 3d square. 
B. The king takes the rook's pawn. 

59. W. 
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59. 

W. The king fakes the pawn. 
B. The king takes the knight's pawn^ and wins 
the game. 



ANOTHER MATCH, 

Played at tJie Chess-Club, the 10th of May, 
1788, against Count Bruhl, Mr. Nowell, 
and Mr. Leycester. — Mr. Nowell and 
Mr. Leycester received the odds of tlie 
Panmi a?id the JVfove, and Count Bruhl oriy 
the Move. 

Count BRUHL's Second Party. 

1. 
W. King's pawn 2 squares. 
B. The same. 

2. 
W. K. b. pawn 2 squares. 
B. The pawn takes the pawn. 

3. 
W. K. knight to his bishop's 3d. 
B. K. kn. pawn 3 squares. 

4. W. 
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4. 

W. K. bishop to Q. bishop's 4th. 
B. K. bishop to his knight's 3d. 

5. 
W. K, r. pawn 2 squares. 
B. K. r. pawn I square. 

6. 
W. The K. r. pawn takes the pawn *. 
B. The K. r. pawn takes the pawn. 

7. 
W- The K. rook takes the rook. 
B. The K« bishop takes th^ rook. 

W. Q. pawn 2 squares. 
B. K. kn. pawn 1 square. 

9. 
W. The Q. bishop takes the K. pawn. 
B. The K. kn. pawn takes the knight. 

10. 
W. The que^n takes the pawn. 
B. The queen to her king's 2d. 

11. 
W. Q. b. pawn 1 square. 
B. K. knight to his bishop 3d. 



* This is precipitating the liberation of fiie adVers* 
pieces. JE. '''■"' 

12. W. 
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13. 

W. Th# kniglit to his queen'» 34* 
B. Q. pawn 3 squares *. 

13. 
W. K. bisbop to bis queen's Sd^ 
B. The Q. pawn takes the pawn, 

14. 
W. The knight takes the pawn* 
B* The knight takes the knight. 

15. 
W. The queen takes the knight. 
B. The queen takes the queen. 

16. 
W. The bishop takes the queen f . 
B. Q. b. pawn 1 square. 

17. 
W. The king to his queen's 3d. 
B. Q. bishop to his king's 3d. 

18. 
W. Q. kn, pawn 1 square. 
B. The knight to his queen's 3d. 

19. 
W. The rook to K. rook's square. 
B. K. bishop to his 3d square. 



♦ Extremely well played. E. 

f The Assailaat has only a pawn for the knight which ht 
§aciifited. 

' 19. W. 
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20. 
W. The king to the a. bishop's Sd. 
B. The king castles. 

21. 
W. Qi bishop to adverse queen's 3d, 
B. The knight to his 3d. 

W. Q. bishop to adverse Q. bishop's 4th. 
B. The king to the Q. bishop's 2d. 

23. 
W. The rook to adverse K. rook's 2d. 
B. The rook to K. rook's square. 

24. 
W. Q. b. pawn 1 square. 
B. The rook takes the rook. 

25. 
W. The bishop takes the rook. 
B. The knight to his queen's 2d. 

26. ; 

W. The king to his queen's 3d. 
B. The knight takes the bishop. 

27. 
W. The pawn takes the knight. 
B. K. bishop to his king's 2d. 

28. 
W. Q. kn. pawn 1 square. 
B. Q, r. pawn 1 square. 

TOft; n. X 2§. W. 
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W. Q. r. pawn 1 ft^MM. 
B. K. b. pawD S squares^ 

W. The bishop to aSrerte I£. fcttig«bt*i 5& 
B. The king to his queetl's 9A. 

31. 
W. The 1[)i8hb^ tb adVelrse K. iTtok'ii 4«li. 
B. K. bishop to K. kikigbt^s 4th. 

as. 

W. The bishop to his queen's sqoaW;. 

B. K. bishop to adrerse Q. bi^Op'« irqUite. 

W. The bishop to Q. r^k'i 4A. 

B. The K. bishop taktes the ^.t. pkiM. 

W. The king io the Q. bishop^s dd. 

B. K. bishop to adverse Q. bishdp'k flqUlM <.< 

85. 
W. The bishop to hiii qtitten'S ^tNt'ri^ 
B. K; bishop to advefSe K. bi<Ak>p'feillb«' 

36. 
W. The king to his quteen's ilCb. 
B. The king to his t2d sqtHi^. . 

m. 

W. Q. kn. pawn 1 squahe. 
B. The king to his bishop's 3d. 



' 88. IV. 



\ t 



i 
I 
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* < 



38. 
AT. The biahpp tft K. ^Ultop'? 3(1. 
B. Q. bishop to bis queen's 2d. 

39. 
W. Q. kn* pawn 1 square. ;^ i 

B. K. bishop to K. knight's 4th. 

40. 
W. The bishop to his queen's squarcr 
B. K. bishop to adverse K. rook's 4(h» 

4h 
W. The king to his third square. 
B. The king to his 4th square. 

43. 
W. The bishop to K. bishop's 3d. 
B. K. bishop to his king's 2d. 

43. 
W. The king to his queen's 3d. 
B. The K. bishop takes the pawn. 

44. 
W. The king to the Q. bishop's 3d. 
B. The K. bishop takes the pawn. 

* 45. ■ 
W. The king to the Q. knight's 3d. 
B. The king to adverse queen's 4(h^ and wins 
the game. 



X 2 Mr. 
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Mb. no WELL'S Party. 

• ■ - . 

He received the King's Bishop's Poton, and ihe 

Move. 



1. 

W. King's pawn 3 squares. 
B. K. knight to K. rook's dd. 

2. 
W. K. bishop to a bishop's 4tb 
B. EL pawn 1 square. 

3. 
W. Q. pawn 1 square. 
B. K. knight to his bishop's 2d. 

4. 
W. K. b. pawn 2 squares. 
B. Q.. pawn 2 squares. 

5. 
W. ^. bishop to Q. knight's 3i. 
B. iSk bishop to Q. bishop's 4th. 

6. 
W. K, kaigbt to K. bishop's 3d. 
B. The king castles. 

7. 
W. K. pawn 1 square. 
B. Q. b. pawn 1 square. 



^ tM 



< . 



.11 



8. W. 
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8. 
W. Q. pawn 1 square. 
B« K. bishop to Q. knight's 3d. 

9. 
W. Q. r. pawn 1 square. 
B« The queen to her king's 2tl. 

10- 
W. The king castles. 
B. Q. b. pawn 1 square. 

11. 
W. Q. b. pawn 1 square: 
B. Q. knight to his bishop's 3d. 

12. 
W. Q. bishop to his king's 3d. 
B. Q. bishop to his queen's 2d. 

13. 
W. The queen to her king's 2d. 
B. K. kn. pawn 1 square. ' 

14. 
W. Q. bishop to Q. bishop's 2d. 
B. K. knight to his rook's 3d. ' * ' 

15. 
W.. Q. knight to his queen's 2d. 
B. K. knight to his bishop's 4th« 

16. 
W, K. rook to its bishop's 2d. 
13, The knight takes the bishop, 

X 3 17. W. 
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17. 
W. The queen takes the knight. 
B. Q- rook to its bishop's square. 

18. 
W. Q. knight to his 3d square. 
B. The Q. b. pawn takes the pawn. 

19. 
W« The Q. knight takes the pawn. 
B. The knight takes the knight. 

20. 
W. The knight takes the knight. 
B. Q. rook to adverse Q. bishop's 4th. 

SI. 
W. Q. rook to its queen's square. 
B. Q. rook returns to Q. bishop's square. 

23. 
W. K. r. pawn 1 Square. 
B. K. rook to its bishop's 2d. 

23. 
W. The king to his rook's 3d. 
B. Q. rook to K. bi«hop's square. 

2*. 
W. The queen to K. knight's 3d, 
B. K. bishop to his queen's square. 

25. 
W. Q. rook to K. bishop's square. 
B. Q. kn. pawn % squares* 



86. W. 
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W. The queen ite ber king's .3d^ 
B. Q. r. pawn 2 ^gi^a^es. 

27,-. ' 
W. K. rook to its b^yb|P^p^'34d. 
B. K. rook to its li^Qij^|>t's %d» 

' 28i. 

W,. Tlie q^e^ to her ^ squff^re. 
B. K. bishop to Q. bishop's 2d. 

29. 
W. K. bishop to his queer's 3d. 
B. Q. rook to Q. ki^ight'^ ^qjmtri^. 

.30. 
W. The king to his roqfk^s square* 
B. K. Jtfi. jH^iyrn ^ ^qi^fce. 

W. K. rook to its knight's 3d. 

B. The K. kn. pa(f^ii,t«||^s the pa^n. 

32. 
W. The rook takes the fopk. 
B. The que^n .takes tbfe roqk. 

33. 
W. The rook takes the pawn. 
B. The.^eep t»k^ the king's pa;wn. 

34. 
W. The rook checks^ at K. knight's 4th. 
B. ThekfjEngtobisjcpok'saqmi^e. 

X 4 35. W. 
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35. 

W. ThekmghttoK. bishop's 3d. 
B. The queen to K. bishop's 3d. 

36. 
W. The rook to K. rook's 4th. 
B* The king to his knight's square. 

37. 
W. The bishop takes the rook's pawn^ and gives 

check. 
B. The king to his knight's 3d. 

38. 
W. K. bishop to his queen's 3d. 
B. The rook to K. rook's square. 

39. 
W, The rook to K. knight's 4fli, checking. 
B. The kipg to his bishop's square. 

40. 
W. The queen to her king's 3d. 
B. The king to his square.* 

41. 
W. The rook to adverse K. knight's 3d. ;|^ 

B. The queen to adverse K. bishop's 4th. 

W. The queen to adverse Q. bishop's 4th. ' 
B. The king to his queen's square. 

43. 
W; The rook to adverse K. knight's Sd. 
Q. The queen to her 34 square: 

♦4. W, 
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44. 
W. The queen to her king's 3d. 
B. The rook to K. bishop's square, 

W. The queen to adrerse K. knight's 4tb, gir- 

ing check. 
B. The king to Q. bishop's square^ 

46. 
W. The queen to her 3d square. 
B. K. pawn 1 square. 

47. 
W. The rook to adverse K. knight's 8d. 
B. Q. bishop to his king's 3d. 

48. 
W. The queen to adverse K. rook's 3d. 
B. The rook to its king's square. 

49. 
W. The bishop takes the Q. kn. pitwn^ 
B. The rook to its king's 2dp 

50. 
W. The queen to adverse K, rook's square^ 

giving check. 
B. The king to Q. knight's 2d. 

51. 
W. The rook to adverse K. knight's 4th. 
B. K. pawn 1 square, 

53. 
W. The knight to adverse king's 4tht 
B. f fee king to Q. knight's 3d. 53. W- 



m. 

W. Q. r, pawn 1 square^ ^' 

B. K. pawn 1 tqiiai«. 

Vr. K. kmght to K. bidi#p'« Sd*. 
B. Q. bishop to his queen's 3cL 

hb. 
W. The queen to her 4th square, giving check. 
B. The queen isterposea. 

56, 
W. The queen takes the queen. 
B. The king takes the queefi>. 

57. 
W. The bishop takes the bishop. 
B. K. pawn 1 square. 



* The Editor cannot pass over the intepesting crisis at 
which the game has acmedy withoutiobsevvkig^ 'that Mx. 
Nowell forfeits, by the d4ih move, a great ascendencj 
ivhich a traia of good play had obtained* If, Jjis^ad •£ 
the retreat here made by the knigh^ the white queen were 
transported to the adverse Q* rook's square, the B\sick, 
lias bnt one more to aTertcheck.mateflHie White is reliered 
from the mate which U offesed -; and having gained time to 
provide against the adtraixe of rthe K* pawii, wtas by Ae 
strength of his own pawns. See the,J>ij^r|im,sj)l\)oin^, msi 
altered play. 



58. 
W. K. knight te hk king'f square. 
B. The rook takes the bishop. 

W. The king to his knight's s%uar«. 
Jf • ft #6 ipook 4^ K* tiiiuO|i s !mI« 

60. 
W. The knight to K. bishop's Sd. 
B. ITbe )«ok tokds the kn\gH and wins the 



POtlTlQK 



POSITION OP TBB^IECeij " ."^' 

-■■,"■( ] 

4fier the b3d move of the preceding Game. 1 



5#. 
W. The queen to adverse Q. rook's square. 
B. K. bishop to Q. knight's square (a). 



(aj Or, Q, bishop [g K. bishop's 4lh. 

55. W. 
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55, 
W. The queen to adverse Q; rook's dd^ givii% 

check. 
B. The king to Q. bishop's 2d. 

66. 
W. The queen takes the pawn> and checks. 
B, The queen inter jpos^s. - ^ 

b7. ^ 

W. The queen takes the queen^ checking. 
B. The king takes the queen. 

58. 
W. The knight retuvns to K. bishop's 3d. 
B. Q. bishop to K. bishop's 2d (&). ' . ' 

59. 
W. The king to his knight's square. 
B. K. bishop to adverse K. bishop's 4ih. 

60. ; 
W. The rook to K. knight's 4th. 

B. The rook to adverse king's 4th. 

61. . ' 

W. The king to his bishop's square. Will 
cooperate to take the K. pawn ; and is 
certain to queen one or two pawns> or 
win pieces for them. 



(fi) If his^ Q, bishop to the qa^n's ^, jour K. bishop 
Mkes it. 

Or, 
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Or, 

64. 
B. Q* bishop to K. bishop's 4th /'a ) . 

55. 
W. The knight checks, at Q. bishop's 4th« 
B. The pawa takes the knight. 

66. 
W. The queen checksj at adverse Q. rook's 3d. 
B. The king to his Q/ bishop's 4th. 

57.' 
W. The rook takps the bishpp« checking; 
B. The rook interposes. 

58. 
W . The rook M;:«8 tb« ro<^ ^ch^sekiag^ . 
B. The queen must take the rook, or interpose. 

59. 
W. The queen to adfctrse Q. )H«hof)'s.34^,gtfing 
check>mate. 



1 • 4 



■f fi 



fa) If the K. bishop l>e not ^sqtedas In thetet, there 
is no method, except by siome deqperqiejiiuGiii^fioe, to ayert 
the mate ; although this moTe — by preypnting the vhiU 
knight from checking, after the queen shall haVe forced tie 
Ungito.his'Q, biAop's 4th^-r«eeia> to :be ^1 iHdapt^d t« 
Ap it. 

Mr* 
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Mr. LEYCESTER'g PAarr. 

He received the King's Bishop's Pawn, and the 

Move. 

I. 
W. King's pawn 2 squares.. 
B. Q. b. pawn 3 squares. 

2. 
W. The queen to adverse K. rook's Ath, check*? 

ing. 
B. K. kn. pawn 1 square. 

3. 
W. The queen takes the Q* b. pawn^. 
B. Q. knight to his bishop's 3d. 

4- 
W* Q. b. pawn 1 square. 
B. K. pawn 2 squares. 

5. 
W. The queen to her king's 3d. 
B. K. knight to his bishop's 8d. 

6. 
Wi. K. r. pawn I square. 
B. Q. pawn 2 squares. 



I" ■» 



^ Intentionalty eitposeH, this is no acquisition^ on account 
•f Uie plMe'to wbfch it has drawn the queen. 

7. W. 
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7. 
W. The K. pawn takes the pawn. 
B* The K. knight takes the pawn. 

a 

. W. The queen to her king's 2d. 
B. K. knight to adverse K. bishop's 4th«r 

9. 
W. The queen to K. bishop's 3d. 
B. K. bishop to his rook's Sd. 

10. 
W. k; bishop to adverse Q. knight's 4fth. 
B. The king castles with his rook. 

11. 
W. The queen to her king's 4th *. 
B. Q. bishop to K. bishop's 4th. 

12. 
W. The queen to her bishop's 4th^ checking* 
B. The king to his rook's square. 

13. 
W. The queen to K. bishop's square. 
B. Q' bishop to adverse queen's* Sd. 

14. • 
W. The K. bishop takes the Q. bishop. 
B. The K. knight taked^ the bishop^ checking: * 



: * This surrenders more than rthe odds received: ihe 
train of plaj is very ingenious on the part ef Piulidor., E. 

15. W. 
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15. 

"W. The king to his 2d square. 
B. The K. rook takes the K. b. pawn^ and giv^ 
check. 

16. 
W. The queen takes the K. rook. 
B. The K. knight takes the queen. 

17. 
W. The king takes the knight 
B. The queen to adverse queen's 3d. 

18. 
W. K. knight to his king's 2d. 
B. The rook to I^. J^iishop's square^ checking. 

19. 
W. The king to his square. 
^. K.. pawjQ I square. 

20. 
W. K. ^ook to K. bishop's square* 
B' The rook iuj^es the rook. 

21. 
W. The king takes the rook. 
B. The queen to adverse Q. I^ishop's 2d. 

22. 
W. The king to his square. 
B. The knight to his king's 4th. 



yoi.. II. t 83. W. 
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23. 
W. Q. knight to his rook's 3d. 
JB. The knight to adverse gijie^n's 3^, giviqg 
check, 

W The king to his bishop's square. 
B. The queen to adye^rse queen's. square^ &i^i% 
check-mate. 



tHIftD 
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THIRD MATCH. 

Chesi-Clvb, Saturdajr, March IS, 1790, 

Mr. Philidor played Three Games at once; Two 
without seeing the Boards, — and the thir^d, look- 
ing over the Table. His Opponents tvere 'the 
Hon. H. S. Conway, Mr. Sheldon, and 
Capt. SiwiTtt. The Game (Mr. Phil'iiio^ 
being allowed to see the HHeces) was dgainit 
Mr. Con WAY ; the Move he gave to each of his 
Adversaries. 

Hon. H. S. CONWAY's Partv. 

1. 
B. King's pawn 2 squares. 
W. The same. 

B. King's bishop to Q. btshop's 4tli. 
W. Q. b. pawn 1 square *. 

3. 
B. Q. knight to his bishop's 3d f . 
W. K. bishop to his queen's 3d. 

* Philidor reproWtes tlus, wlien it is'ih'e second tbove of 
the first player: bat playing it, as the second player^ is 
agreeable to the resnTt 6[ his Thifd ^gukhr Partly whidi 
he makes an is ven game. E. 

f Better the Q. pawn 3 squares. E. 

T 2 4. B. 
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4. 

B. Q. pawn 1 square. 

W. K. bishop to Q. bishop's 2d. 

5. 
B. The queen to her K. bishop's Sd. 
W. The queen to her king's 2d. 

6. 
B. Q. bishop to adverse K. knight's 4th. 
W, K. knight to his bishop's Sd. 

7. 
B* K. knight to his king's 3d. 
W. Q. pawn 1 square. 

8. 
B. K. r. pawn 1 squaVe. 
W. Q. bishop to his king's 3d. 

9. 
B. K. bishop to Q. knight's 3d. 
W* Q. kn. pawn 2 squares. 

10. 
B. The king castles with his CI. rook. 
W. K. r. pawn 1 square. 

11. 
B. The Q. bishop takes the knight 
W. The queen takes the bishop. 

13. 
B. The queen takes the queen. 
W. The K« kn. pawn takies the queen. 



13. B. 
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13, 

B. Q. pawn 1 square* 
W. Q. r, pawn 2 squares. 

14. 
B. K. b. pawn 2 squares; 
W. The K. pawn takes the Q. pawn* 

15. 
B. The Q. rook takes the pawn; < 

W. Q. r. pawn 1 square. 

16. 
B. The K. bishop takes the bishop. i 

W. The K. b« pawn takes the bishop. ; 

17. 
B. K. rook to its qyeen's square. •'• 

W. The king to his second square^ 

18. 
B. The K. knight to his square. 
W. Q. knight to his queen's 2d. *^ 

19. 
B. K. knight to his bishop's 3d; 
W. K. r. pawn 1 square. 

B. K. pawn 1 square^ 

W. The K. kn. pawn in K^ b. file takes the 
king's pawn. 

21. 
B. The K. knight takes the pawn. 
W. The knight takes the knight« 

Y 3 22. B; 



B. The K. b. pawn takes il»k)iigiiti 
W. Q. pawn 1 square* 

2S; 
B' K. rook to its king's squape. 
W. Q. rook ta its %^ bisbop^a square. 

B. Q. rook to its qu€en's>3d^ 
W. Q. rook to its K. bishop's 4tbi 

25; 

B. Q. kn. pa>m 1 square. 

W. The Q. r. pawn^ tabes- tile pawn. 

m 

B. The Q. r. pawn tiilees the pawn.: 
W. The Q. rooktakesiihe IL pasta 

B. K. rook to its bi^p^a squan* 
W. Q. rook to it&JL knig)i^iii.4di. 

2& 
B. K. kn. pawn 1 s^pi^ccL. 
W, K. rook to its knigfaft^iS^uart^ 

29L 
B. K. knight to his king's SdU 
W< BawA ia K. file^l squares. 

30. 
B. Q. rook to its K. bish^'s S^. 
M'. K. rooktaiteJKi)i9ktfs.ad.. 



SI. B. 



J 



8h 

B. Q. rook to «dTef le K. bisbi^lsjSd. 
W. The bishop to bii queett^s-Sdi 

B« Q. rook to advefse^K. roob^ dd; 
W; Ki rook to K. koight's 3d. 

33. 
B. The rook takes the rook^ 
W. The rookitakes^ the rook. 

34. 
B. The rook to adverse K. bishop's 4th. 
W. Pawn in Kw file 1 s(|uare. 

36. 
B. The rook takes the K. r. pawn. 
W. The bishop takes the K. kn. pawn. 

3S, 
B. The knight takes the bishop. 
W. The rook takes the knight. 

37. 
B. The king'to his queen's 2d. 
W. The king to his queen's 3d, 

38. 
B. The look'to advise K. rook's <sqtutre< 
W. The king to his Q. bishop's 4th. 

39. 
B. Q. b. pawn 1 square. 
W: Q. kn. pawn 1 square. 

r 4 40. B. 
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40. 
B. The Q. b. pawn takes the pawn. 
W. The king to adverse queen's 4th» 

41. 

B. The rook to adverse K. rook's 3d. 
W. The rook to adverse K. knight's 2d^ givinc^ 
check. 

42. 
B. The king to his Q. bishop *s square* 
W. Pawn in K. file 1 square. 

43. 
B. The rook takes the Q. b. pawn. 
W. The rook gives cheeky at adverse K. knight's 
square. 

44. 
B. The king to his Q. knight's 2d. 
W. Pawn in K. file 1 square, 

4&. 
B. The rook to adverse king's 3d. 
W. Pawn in K. file makes a queen. 

40. 
B. The rook takes the queen. 
W. The rook takes the rook, and winr.^ 



Mr. 



,< 



-^ 
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Mr. SHELDON'S Party. 

1. 

B. King's pawn 2 squares. 
W* The same. 

B. K. bishop to his Q. bishop's 4th. 
W. Q. b. pawn 1 square. 

3. 
B. K. knight to his bishop's 3d *. 
W. Q. pawn 2 squares. 

4. 
B. The pawn takes the pawn. 
W. The pawn takes the pawn. 

5. 
B. K. bishop to his Q. knight's 3d. 
W. Q. knight to his bishop's 3d. 

B. Q. pawn 2 squares. 
W. K. pawn 1 square. 

7. 
B. K. knight to adverse king's 4th. 
W. Q. bishop to his king's 3d. 



* Q. pown 2 squares^ or the qtteen to her king^s secondy 
is the proper alternative, in this position, to the excl|isioif 
of ih% BioY% made and uyery substitution. E. . . 

8. B. 
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8. 
B. The king castles. 
W. K. b. pawn 1 square/ 

9? 
B. The knight takes the knight. 
W. The pawn takes the*knight. 

10; 
B. K. b. pawn 1 square/ 
W. The same. 

Ill 
B. Q. bishop to his king's^/^^dt 
W. K. knight to his bishop's 3d. 

IS. 
B. Q. knight to his <queen'« Qd: 
W. K. bishop to his queen's 3d. 

18. 
B. Q. b. pawn 2 squares/ 
W. The king castles. 

14. 
B. K. bishop to Q. rook's*4lh. 
W. The queen to her biBfaop's 3d. 

15; 
B. K. b. pawn 1 gquare^- 
W. The knight to adverse K: knight's 4tll 

1«/ 
R Thfe queen io Ifer king's 2d: 
W. The knight takes the bishop. 

17. B. 
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IT. 

B. The queen takes the kni^bt. 

W. Q. b. pawn 1 square^ , 

18. 
B. The knight to hiff <^. knight's 3d. 
W. The d. pawn takes the pawn. 

B. The knight takes the Q; b. pawn. 
W. The bishop takes the knight. 

20. 
B. The pawn takes the bishop* 
W. Q. rook to its.Q. bishop's square* 

21. 
B. Q. pawn 1 square, to adverse Q; bisbop^s SAi 
W. K. rook to its queen ^ssquare^ 

B. K. rook to its queen's square. 
W. K. roekito adverse queen's 3d. 

23. 
B. The rook takes the roek. 
W. The Q. b. pawn takes the rook. 

2*. 
B. The bishppi to his Q. knight's 3d. 
W. The bishop takes tbc^ bishop. 

25. 
B. The pawn takes the bishop. 
. The queen to her knight's 3d. 

26. B. 
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26. 
B. The king to his bishop's 2d. 
W. The queen takes the queen. 

B. The king takes the queen. 
W. The rook takes the pawn. 

28. 
B. The rook takes the pawn. 
W. The rook to its queen's 3d. 

- 20. 
B. The king to his queen's 2d. 
W. The K. pawn gives check. 

30. 
B« The king takes the K. pawn. 
W. Q. pawn 1 square. 

31. 
B. The rook to its Q. rook's square. 
W. The Q. pawn makes a queen, which is 
exchanged for the black rook; and the 
white party wins. 



Caft. SMITH'S Party. 

1. 

B. King's pawn 2 squares. 

W. The same. 

2. B. 
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2. 
B. K. bishop to Q. bishop's 4th. 
W. K. koight to his bishop's 3d*. 

3. 
B. Q. pawn 1 square. 
W. Q. b. pawn J square. 

4. 
B, Q. bishop io adverse K. knight's 4thf. 
W. K. r. pawn 1 square. 

5. 
B. The bisho)) takes the knight. 
W. The queen takes the bishop. 

6. 
B. Q, knight to his bishop's 3d. 
W. Q. kn. pawn 2 squares. 

7. 
B. K. bishop to bis Q, knight'^ 3d. 
W. Q. r. pawn 2 squares. 

a 

B. Q. r. pawn 1 square. 

W. K. bishop to Q. bishop's 4th. 



* Philidor ventures a move, which, according to the 
observation cl^n^ his Second Ifegular Party, must be in 
some degree disadvantageoM. Hii third move deriates 
from that example; so that he «umot be circumventwl 
bf routine. E. ' ' ' ' ' 

+ The queen to the king's utond, or K. b.pawn two 
tjuaretf were better. E. 

9. B. 
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9. 
B. K. kniglittobis bisbop'sdd. 
W. Q. pawn 1 squftre. 

10. 
B. The queen to her 2d aqiwre. 
W. Q. bishop to bis king's Sd. 

11. 

B. The^K. hi^bop takes the bishop. 
W . The K. b. pawn takes •flie birfaatp. 

tg- 
B. The king castles with bis rodi;. 
W. K. kn. pawn @ squares. 

IS. 
B. K. r. pawn I squwe. 
W. The knight to his queen's 3d. 

14. 
B. K. knight to bis K. rook's U. 
W. K. r. pawn 1 square. 

15. 
B. K. kn. pawn 1 square. 
W. The kingio his 2d square. 

16. 
.B. Tbe kiag to his knight's 9A. 
' W. ^- pawn 1 square. 

'W. K. b. pawn 1 square. 

W. The knight to his JL. bij|bop.'s Aq^are. 



18. B. 
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SB. 

B* Q. knight to JiitdunpUi^. 

M. ^fa^kflighttoliisJC/lailgbtrsSd. 

19. 
B. Q. b. pawn ] square. 
W. Q. rook toilBLilL, kaiglit^fsqiisffe. 

B. Q. pawn 1 square. 

W. Tbeibi9bop!to:lii8tQ.Jaiigiii'8.Sd. 

B. The Q. pawn takes ilhe K. pawn. 
W. The queen takes' tiie Q.^poaim* 

28. 
B« Q. knight to his queen's 4tb* 

W. yFheikiqg/to^hts (faeen'^Sd* 

2S. 
B. Q. Toek toJts Ictittg's sqttsre. 
W. K. r. pawn 1 square* 

B« The queenrto herK. ibjshopfs 2d. 
W. The bkbop io rhis vQ* inahop'is 2d. 

25,. / 

B. Ct knight to his kiog's 2d. 

W. The K,i:,.pMm takes ihe piawii. 

26. 
B. The queen takes the pawn 
W. The queen teliea the qi^en. 



27. B. 
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27. 
B. The knight takes the queen. * 

W. The knight gives cheeky at adverse K. 
bishop's 4th. 

28. 
B. The king to his rook's square. 
W. The K. rook takes the pawn. 

29.* 
B* K. rook to its king'i^ knight'^ square. 
W. The K. rook takes the K. knight^ checking. 

30. 
B. The king .takes the rook. 
W. The rook checks^ at its K. rook's square. 

31. 
B« The knight interposes^ ai; adverse K. rook's 

4th. 
W. The rook takes the knight^ checking. 

32. 
B. The king to his knight's 3d. 
W. The knight to adverse K. rook's Sd, dis- 
covering check from the bishop. 

33. 
B. The king to his knighf s 4th. 
W. The rook to adverse K. rook's 4th^ giving 
check- mate. 



^^^^^?^^^^T 




.' fX- 
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The reader i^ill perceive that the black king 
should have been moved to his knight's second^ 
and not to his knight's fourth^ by which the 
mate would have been averted, although the 
ascendancy had been decisive. If a blemish be 
in the 33d move conspicuous^ so was brilliant 
maneuvring in preceding stages. These ex- 
hibitions of play are not indiscriminately models. 
It would be invidious to distinguish the strokes 
of excellence from the traits of secondary skill: 
And yet it seemed due to the pupil to mark, in the 
opening of each game, any step which it were 
unquestionably improper to imitate. Playing 
any of these parties, with an endeavour to find 
the place at which the move^ or other advantage, 
was recovered or abandoned, will conduce to 
insight and improvement. 

The Editor cannot express greater admira- 
tion than he feels, at the talents which supported 
the masterly professof in a successful combat 
with distinguished players, un^er combined 
difficulties and privations voluntarily encoun^- 
tered. The chance of confusion in thp picture 
in his mind^ furnished some dependence jto bis 
I VOL. II. 9^ pppos* 
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opponents ; but it was scarcely to be expected, 
that a player, so completely exercised^ should 
be drawn into a novel situation^ or an untried 
combination; or^ if svich could be offered to him, 
Hi»t hk pvogresa woi»kl bo einbarrasMd. 
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APPENDIX 

BY THE EDITOR X 

Di$ns9ing a tapUol Elemeniary Point, 

TKT UNSXTTXEI^ ; 

€md Bering a new rnggestion respecting it ; 

mirn^ A, BWrEiUCK of THBetJSTOMIN ENaLAXD 

ON OTHER POINTS. 

a 

Br stq^siing eleifientafj^ regulations, bj 
iiktf royeticieBte on tke beisM plans of fais prede« 
€6Ssotft^ PHiEiBfifl laid a foundation for invest- 
ing ffae ihe6ty of the game with sAabilitj and 
^utelldAce; thete is; wanted onlj the concur, 
reat ddibdfation of reasoning placers, to give 
Uir &w prineipfes Which lemain afloat^ or 
wbick resij bjr sufferanee^ on contradictory 
groundfl^ an adjustnl^t that shall be entitled 
to* ptrsiaiifeltc^^ 

At the object of the game is to convey into 
tlw mMi faeiUl^f at resource by exercise^ it 
se^» yto^ihyl to receive^ ir^nn time to time, 

z g all 
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atl the improvement^ as a system, that expe- 
rience and reflection can bestow. But the 
thinking cultivator of Chess^ in tending it 
to gradual maturity^ will guard it from all 
radical changes ; because the history of its 
progress^ through successive ages^ and in va- 
rious countries^ allows no hope of producing 
all at once^ by any effort of mind^ a combination 
of study with amusement^ to be pursued as a 
game^ that shall rival it in utility tod interest. 

As a prelude ix) an adjustment of principles, 
the Nomenclature of Chess, circumscribed in 
articles, but redundant, till lately, in obscurity 
and error, deserves attention. The Editor's 
pamphlet of 1799, had no precedent for classing 
the things, to which the learner has first to 
attend, under three distinct heads. — ^The Ele- 
mentary Institutes, or First Principles, fix the 
powers and modes of action of the pieces; 
The General Maxims, or Directions for Playing, 
teach, as far as theory can, the most dextrous 
ways of using th^m. The Laws, or InteryiMi- 
tive Regulations, obviate or decide disputes, 
between players, respecting the managemenf 
of the board and pieces^ and limit the penaUiei 
for irregularities.— To the imjsediment of the 
student, in previous Inirodtictory Treatises, 
these had been indiscriminately blended, under 

the 
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the general name of Rules. The order in which 
they have been mentioned^ seems to be that 
in which they should be presented to the 
learner. 

The Elementary Institutes embrace some dis- 
puted POINTS ; and as their authority, on these 
points^ must depend on general consent, their 
permanence will best be fortified by removing 
the last relick of absurdity. 

When the English Chess Club, whose Re- 
gulations^ have been transmitted by Philidor, 
framed that code for themselves,-— points had 
been agitated which belonged alike to the 
Institutes and the Laws. Hence they could not 
observe that division which would be proper in 
a Treatise. Thus Sections IX> X, XI, and 
XVI. are purely Institutes or First Principles ; 
Sections I. and XIL have a mixed relation to 
those, /and to Laws or Provisions for prevent- 
ing the inadTertencies of players from stopping 
the business of the board ; Sections II, ■■ 



VIII. inclusive; XIII, XIV, XV, and 

XVII> like the last clauses of I. and XII, are 
properly Laws of the Game. The corrections 
of incidental informalities by this short code» 
are perfectly equitable. 

* Vol. I. p. 61. 

z 3 Of 
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Of the six Elementary InstUuivi istckidQd m 
it, the four oceurring under SeetioM L Xl» 
XII, and XVI, lay a nfficasary bails for <wdQr# 
or symmetrize with other first priaciplei^ Ml* 
fay eakurgiDg the field fbr spocttiaiiioii, pfonofe 
the deg%n of Uie game ; No. X. it periHapt per> 
pugnant to a just ioterpretalion of tbel^Miiiide 
gtvea to tiie first move of tfie pawDu-^^biit it$ 
retention may be vindicated on the gcomid 0f 
expediency. The single point remainiiig, an 
anomalous deformity, is open ia ii;ro0g ohje^ 
tions : and it may be inferred frmn a ntb^iftmit 
quotation, that it was not the prevaUii^ prac- 
tice in England, nor had been long tmpoctid. 

section IX. enacts, that a pawn «iay bcroQi^ 
a queen, when ale* the fieces remam am the iaa&L 
Consequently a- pkyer may bave fcwo, flir '% 
greater plurality of queens. '' Haw/* inquirw 
€ate pbkyer recently enteted on tho stuaiy of tlt^ 
game, ^ is each additiro»al queai to bo i^- 
presented and distinguished ^''' ' "By pla^og 
.' two pawns on one square, and puafaiug t^MBa 
about in company ; ' a solecism in tfaeof jr, a 
barbarism in practice. Against k, PsiupM, 
in a transitfoft ffom some strange liceaoos tole- 
rated in the German school of Chess^ thus in* 

veighs : 
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¥c%ht«: «' While this field of criticnrti lies 
^^ open* I cannot prass by my ovriL countryioeli^ 
^' who batie oiMDmitted as great a fkult as the 
Gtarmam. They lire the less to be excused^ 
tfaew being many good players among fhem^ 
^* nay some of the best in Europe* I presilnie 
they hate been led away ( like my^dfformefiy ) 
by a bad custom established in all probability 
by the person who first brought Chess into 
France; t am inclined to believe it must 
hare been som6 player at Draught^^ who 
knowing little more than the moves of the 
pieces, imagined one might make as many 
queens at Chess as kings at Draughts. What 
a fine sight it is to see, upon the Chess-boanl, 
two pawns on the same square, to distinguisk 
/' a second queen ; and if by chance a third 
^ should be made, (as I have often seeu it at 
^ Paris, ) then it is stiU a finer sight, wMle th6 
/' bottom of one pawn isahaont sufficient to cover 
** a square. Is not, therefore, this'method most 
-'' ridiculous, especially as it is practised in 
*^ no [other] country where the game of Chess 

M i ll liili tiiilii l I rmi Ml i f f i i n t. ■■ •• • i ■ • i i f f ■ ■ r i-«i ■ . .lai .■■ Jm , i * ii T i ' T l J I ' l ■ 

* €h9$Mmuiy9eiy by JL D. Philidor. 1 tsK Wingmy^^ 
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is known *? However, if my countrymoi wiH 
go on in this erroneous way, I would advise 
them, to preTeot all disputes about their 
multiplicity of queens^ to make to each . set 
'^ of Chess-men three or four queens^ as many 
*' knights, &c/' 

Under the edge of this poignant ridicule^ 
in the face of this battery of argument^ the in- 
vulnerable advocates on the other side, rally; 
and press the supporters of the only alternative 
hitherto in use with one weak point, which will 
presently be stated. 

It will explain the conclusion of Philidor's 
remonstrance, if we notice how far, in the name 
of order, the latitude for deforming encroach- 
ment has been stretched. The laws given in 
Professor Sarratt's Treatise adopt, in the fulness 
of licence, the custom above alluded to. " S. 23. 
** When a player has pushed a pawn to queen, 
'' he is at liberty to make a second queen^ a Hurd 



* I doabt \f hedier tliis assertk» be correct is its fiill 
extent. Sarratt affinns, [toL L p. 8.] that in Greco*s 
Treatise, tliere are seyenl examples of a piajer's hanng 
two qaeeos. But neither that, nor the practice in Italj 
mt Has dayy if it shonld be paitialij the same, oo^t to 
weigh, in a case which general consent may remedy withovl 
disturbing one standard model left in any treatise. 

'* rook. 
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" rook, or any other piece which he rnfty ddem 
'* more useful for attack or defence*/' 

The Professor is incorrect in affirming^ that the 
rule admitting supernumerary queens, &c. has 
been observed from time immemorial — unless he 
mean no more, than that no one can remember 
when it was introduced. If we go up to the 
Hindoo, Chinese, Burmha, and Persian Games^ 
we shall find alternatives differing from each 
other, two of them strangely dissimilar to the 
rival methods in Europe, but nothing to coun- 
tenance the inconsistency of several commanders- 
in-chief. Hindoostan is admitted by a majority 
of enlightened inquirers to have been the cradl(3 
of Chess; to name two, by Sir William Jones, 
and by Captain Hiram Cox, in the Paper from 
which the extracts below are taken. The Hon. 
Daines Harrington, cited afterwards more fully 
on account of the principal object of his disser- 
tation, countenances the claim set up by the 
Chinese to the invention of Chess. 

* To take one degree of absurdity^ or rather puerility from 
the rule, the licence to encroach on the proper number of 
the set should be confined, with one exception, to queens or 
knights. * As in some positions, a knight can gire mate 
iKfhere a queen cannot effect it, this would not be an iliusiTe 
option. And if a queen would give a stale, the option 
should embrace a rook or bishop. 

In 



la the ancient Hini>oo gamej—^'^ The padati, 
peofh or pawn, has not an optional rank^ when 
advanced to the last line of the adtersary^'s 
checks^ merely assuming the rank of the pieee^ 
whose place he possesses^ excepting the boat; 
which promotion is called shca-pada or six 
strides r-*^But this privilege was not allowable, 
in the opinion of Grotoma^ when a player had 
three pawns on the Chess board^/' 

In the Chinese game, — the pings, or pawnSt 
continue in statu quo, after reaching their adver* 
sary's head quarters ; nor have the advantage of 
obtaining an advance ratik^ as in the £nglish 
Gamef. 

The Ilindoostanic is an abstruse ride, pratticatttf 
inconvenient rather than unjust: the Chinese is 
without a paraUd, for blindness of design and ste- 
rUity of invention. It may prove that the rationale, 
and not the antiquity, of an institute on this point, 
should he the ground of its establishment among 
European players. 

In the BuRffHA game,— ^^of the yeins, or foot 
soldiers, those only on the right hand are sus- 
ceptible of promotion to the rank of chekoy, or 
general, in the event of his being taken |. 

« Atiaiic Reteurehii^ vol. vS. pp. 486$ 4M* LmAm 
Edit. iSOt. 

+ Ibid. pp. 489, 491. t I^- P* 48t. 

In 



la the Persian garne^—* when a piada, or 
IbotmMij arriTefi at tlie last line of checks in tlie 
adfermry's section^ they say it is ferzem, oA 
pitTuroviBHSD ; and incase the vlzeer or ftn 
has been lost^ it assumes its rank^ and is distin^ 
•UUHB9 by a pawn of the adversary placed 
Oft the same square with it^. The modem 
Hindoo game is the same as the Persian ; not 
the copy but the original f . 

The rule with which^ it is the object of this 
Easay^ to solicit the revival of a steady and 
general concurrence^— *for the consideration of 
proficients^ may be thus expressed : 

Of Making a Qfieen, fUc. 

'^ A pawn on the promotion line is transformed 
'^ into the piece^ or one pf the pieces^ which 
^ his player has lost. A player has a limited 
^* option to fin Ae highest vacancy^ or a lower: 
'' if he reject a queen, he must accept a knight — 
*' exccp^t in one instance: but he may freely 
f^ demand # rook, a bishop, or a knight, in 
^* preference one to the other. If a queen 
^ would give a stale, he may have any other 
** piece." 



•^ AriaU€ R€t4 p. 4f 4^ ^03. f tbidj p. 485. 

Under 
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Udder this HmitatioD^ iDgeimity is kept aa 
tlie alert: because^ on the eve of pushing ^ 
pawn to the utmost rank^ if the queen>.orif a 
rook have not been exchanged, it will be the 
object of the party, to maneeuvre for a capital 
exchange ; and of the antagonist, to elude it* 
It is observable, that Philidor always compels 
au exchange of queens before he advances the 
pawn to its last stage. But if supernumerairy 
queens be admitted on the boardi the player, 
whose pawns are at the gate of promotion, may 
drive in, and '^ whistle for want of thought." 

The partizans of second and third queens, in 
opposition to a graduated rule of promotion, 
coipe from the last verge of possibility, with 
the following case : " Many examples may be 
given where a skilful player will push a 
pawn to queen before any exchange has taken 
place; in that case, what will the pawn he 
" called, and of what use will jt be to the 
player ? Will any person> who knows some- 
thing of the game, venture to ftiy, that the 
pawn, when it has once reached the adversary's 
*'' liney must remain there a norirdescript till an 
** exchange take place?'* 

This is the weak point in our system which 
requires a remedy. 

The objector quits his only hold^ to expatiate 

farther : 
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farther : *^ again^ suppose a player should have 
" exchanged only h\% White Bishop'* [bishop 
running on white digonals] ^' and the pawn 
*^ should reach a Hack square, what is it to 
be*?*' 

\^ hat is it to be ? A bishop on a Uack field; 
for the different colours on which the bishops 
run^ is the accidental effect of checquering the 
board combined with the even number of squares 
between their original stations; and if the no«- 
yelty of having two bishops able to support 
each ot^er should occur/ no essential principle 
of the game will beviolatedf . 

The other extreme case, however, presents a 
real difficulty ; and as the partizans of second 
and third queens, or third rooks or bishops in 
preference to queens^ cannot well be driven from 
this objection, unless a fresh provision be de- 



' f *-*^ 



♦ Sarratt's Treuiisey toL j. p. 8. 

f In the BuRMHA game, the cheiny answeriog to our 
bishop, has occasionally liberty to more like the rook, so 
as it be — not to take a piece ^ but merely Ho change its 
range of diagonals. The cheins are calculated for the 
defence of each other. Asiatic Researches, edit. Lond. 
U07, Tol. Tii. 492, 493. 

vised 
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▼iied for thk case^— 41ie Editor a: indactd ia 
dftr» for tb0 oensideratieti of tke csndid whd 
bart conpared botli^ mdlKidSj the fotlovriog 
protision. 

^' Should the pawn arrive at the promotiod 
^ ikie^ while the pieces of the same party re- 
^ ams enCire,— the plajer 19 entitled to oall 
^ f w m extra piece^ with a mo^e doitbling^ 
^ UmI of the kajghi, denominated tke Hjfdbra^ 
^ invented to^ meet thia extsooe case,^ 

Nothing but the kiprobabilitj of the ix* 
strable uniformity in practice taking phtcv^ 
while a diffictilty unpnmded for couUl Be 
banded as au aaewer to tiie ridicule aad argu- 
ment directed bj Fbilider aad otfaera agautst 
delbrming absnrditiev^ and abeedvto paesiHlSe% 
would have emboldeaed the Edator tm HkoDmrn 
out this hint. 

Those who regret the necessity of admitting 
a mo nster on^ the boMd> fieur more tremendou a 
than the rook> may be consoled by the assurance 
that they may play s^me half dosenf yeaant^i wiMi-> 
out witnessing a pawn^ patM thnrngK if s whole 
career before a single piece is exchanged r ^^sA 
even when the extreme case, is about to occur, 
the teri!0ff of the iapeodiag monster^ if it *do 
not perturb the adversary's Bnui^wiU abi^alc 

its 
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its oceurr€nee,-^for it w€Fe more politic to pr€H 
cipitate any exchange^ except that of the qiieen^ 
tban to encounter a piece ftjing^ bj one springs 
v^iiither a kni^t could go at two move^. 

The first power of this new piece 19 oalj^ t^ 
g^reater than that of the roc^, but the adtantage 
of a vaulting motion, which cannot be defi- 
nitely calculated, would nearly qualify it to 
cope with the queen, as it could reach the king, 
or queen, or any other piece, when covered 
with pawns ; and to attack any piece, it wouM 
require no support against any possession of 
the field by that piece. Nothing could play 
against it at the commencement of a party ; 
for which it is not constructed. Nor is it pro-* 
posed to include in its action the simple move 
of the knight, which wouM raise it above the 
queen, even in an open game. 

The figure of tho Hydra nmy be left to the 
ivoxy turner, who^ need not be pesplexed wiih 
tfie task af carving fifty head^ ; a dragon with^^ 
twiy heads wiU be sufficienilj formidable ; and! 
distinctness fl^om the figure of any other piece, 
is more material than exactness, of representa* 
tion* 

Foe maioteining^ the other Elementary pointt^ 

which 
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which the seveDteen sectionii of the Laws stated 
in the Introduction embrace^ consistent grpunds 
have be^i adverted to : but it may conduce to 
uniformit; of practice to state more fully what 
is conceived to be the foundation of the custom 
prevailing in England. 

WHITE ANGLE ON THE RIGHT. 

« 

The principle enforced in Sect. I. is as ancient 
as the game of Pebbles'^ in Greece. No direc- 
tion for placing the pieces can be given without 
a determinate position of the board as a basis^ 
nor is this rule likely to be disturbed by the 
shadow of an argument for inverting it. 

TAKING A PAWN IN PASSING. 

Under the last clause of Sect. X,— If a pawn 
has penetrated to the fifth square of the file, 



^ About three, only, ancoonected features cau be traced 
of the game attributed to Palamedes, through a deficiencj 
of particular information in extant notices and allusiQm; 
from the most distinct of these^ it appears not to correspond 
with Chess. The Hon. Daines Barrington {Archceologidj 
Lond. 9th YoL) has taken great pains to disprove the Grecian 
claim to the invention. The last two SecUons of this 
Appendix^ are illustrated by extracts from his learned 
dissertation. 

an 



an unaiOTed cauiit6r--|Miwa, on an adjoining iSle^ 
has no absolute right to pass by : but if it ad- 
Tance. two iiquares/may be taken by the lateral 
pawn, as if it had moTed but one square^ 

This clause is not in force in Italy^ ivhere «i 
unmoved pawn is allowed to pass through tJie 
range of a hostile pawn; Philidor (^nsores 
the play or s of Germany for indulging the same 
lieenefe ; and Jn Spam the restriction is but par- 
tially observed. 

Thf^ writer's earlier opinion was against any 
interference with the established motion of the 
pawu : on resurveying the effect of the control* 
ling clause, he is a cotivert to its propriety. 
To a sketch of hisfcnriiier sentiments/ he sub« 
joins such obserTations in answer as have oc«* 
curred to him. 

Plffcctia^. The rule is lanoniaious. Indue- 
tiQB appears to have founded it on an easy 
mistake. Expose the basis^ and the rule fiiUs;^ 
The phraM " two moves/' of'^*^ two steps," 
was, in books and in practice^ currently applied 
to the first transit of the pawn/ when pushed to 
its exjtenl4 Hence a habit was contracted of 

• 

considering a pawn exercising this pow4lv to 
Bii&e TWO moves qf on£ sqtuire each, *' not one 
" amUnnwus move <jf tWo squares/' If the 
foroser view be right, the rule is just ; for the 
VOL. II. A A . pawn 
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pawn then fnatf be intercepted at the first stage, 
and cannot break from capture, to finish its 
journey. But if the latter be the correct idea ; 
if the unmoTed pawn haye the power of ad^ 
vancing two squares by one effort ; it is irre- 
guhir to give the adversary an option to tra-^ 
verse and annul its extended step^ wheneyer a 
pawn could have taken it, had it moved but one 
square : it is parallel to prohibiting to the bishop, 
the rook, or the queen, the full exercise of their 
greater powers, whenever there is a square in 
their line of passage, at which they could not 
rest without exposure to capture. Ought any 
piece that is allowed to stand en prise, to be 
precluded from passing such a square ? By 
analogy, it seems therefore just, that this inter- 
ference with the properties of the pawn should 
be revoked. Perhaps a view something like 
this, has influenced the players of Italy, Spain, 
and Germany. 

Answer. If th^ question solely depended o^ 
the construction of the latitude in the first 
move of the pawn, compared with the unre- 
stricted manner in which pieces pass the range 
of other pieces, the objection could not well 
be repelled. But if it can be shewn, that the 
effect of the extended move, in a given case, 
counteracts the design of the game, by yield- 
ing 
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tag to pawns which have stood ioert^ advantages 
over pawns which have forced a passage over 
more than half the boards— the power of ad* 
vancing two squares ought to be controlled. 
Every pawn^ except a rook's, is origtnallj 
liable to exchange with two other pawns : now^ 
9, pawn advanced to the fifth square of a file 
has surmounted this liability by the manosuvres 
of his player^ or is still exposed to it; if the 
adverse pawns on the adjoining files stand at 
home^ and if they are to retain^ in this case, 
the absolute power of moving either one or 
two squares^ each may either offer an exchange, 
or pass refusing to come into contact with the 
hostile pawn. In this case, the liability to 
exchange is not reciprocal ; and the unfair ad« 
vantage is the reward of achieving nothing. 
This forms a sufficient ground for the quali- 
fication or exception. But the case is broader, 
when the master of the passed pawn, to open 
the way to queen, has> by skilful play, removed 
from the file, or from the boaj^d, the antagonrist 
pawn which had blocked the direct line. The 
counter-pawns which have lain in wait in their 
quarters close on the right and left, if not con- 
trolled in the first move, can either gri^pple 
with the advanced line of the enemy's infantry, 
compelling them to contest, at the point of the 

A A 18 spear. 
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»pear> the hard-earned advantage of ttandiiig on 
an open file^ at a shortened distance from dis-^ 
tinction; or can pft«s, as by a truce/ throi:^h the 
range of their action^ into a : position equal or 
aruperipr as it respects the openness of the re* 
mftining. passage* Here is a monopoly of option 
as before, an eizclusire benefit somewhat grenter; 
whichy by dcTolving to loiterers in the race ci 
aims. afid. honour^ tends to extinguiiih enter* 
|iriae. 

, To rescind the rule interposing, in thia case, 
and restoring a due reciprocity, would imdcr- 
mine some of the maxidis on which Philidor 
plays his pawns; and would subvert many 
standard models left in the jtnalysis and other 
works : for the series, of moves is affected from 
the beginuing, whenever an instance occurs, 
however near the end, of such a critical relation 
between the pawns, that the game will be won 
or lost, as the cpntrol of the unmoved pawn shall 
be maintained, or abandoned. 

Tb^ remedy for an anomalous defect, pre- 
vails, and is likely to be permanent in England 
and France, vrfaere its fairness and utility are 
discerned in practice, though, in theory, they 
may not have bead placed in a full light. 
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Position of the King^ castIed to the 

EIGHT OR LEFT. 

OJgection to the effect of Sect. XI. when the 
king castles on the queen's side. By coufiniog 
the king to move precisely the same distance 
from his original square, whether he castles 
with his rook or the queen's rook, his rellition 
to the covering pawns is not on each side uni^ 
form; he is not shielded, equally as when castled 
on his own section ; and one pawn is left un- 
protected. 

Antw^. The design of the game as a ggm- 
$msium of the mind is promoted by this want of 
uniforj9iity ; were it indifferent on "which side 
the king secured a retreat, an entire . class of 
* maniBUTres to preserve the more useful privilege 
would become unnecessary,— and where slight 
circumstances of disadvantage interfere, the 
necessity of nicely balancing adverse bbariogson 
the two positions would not exercise tbe player. 

Observations sjfmptomqtic of proposing an innxh 
xyatbm frofn Jtahf' ^' The rule under ^notice 

pi^scribes th,e only method allowed in^ Great 

Britain, France, and Holland; but in Italy^ 
*^ and other parts of the continent, a player may 
'* castle in four different ways. 1. The king 
'' at the knight's, and the rook at thebishop's 

A A 3 '^ square. 
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*' square. ^. The king at the knight's square, 
'* and the rook at the king's square. 3. The 
" king at the rook's square, and the rook at the 
*' bishop's square. 4. The king at the rook's, 
and the rook at the king's square. These 
different methods of castling render the game 
remarkably interesting. If the third method 
of castling were allowed in playing Cunnings 
ham's Gaihbit^ the attack would perhaps be 
'* irresistible*/' '' Salvio, when he had the 
'' moye, commonly castled in a manner which is 
«' not allowed in this kingdom; that is to say, 
he moved his king to his rook's square, and 
the rook to its king's square. There can be 
no doubt of the superiority of this method 
of castling over ours f /* 
Counter-ohservations. The licence to castle in 
four different -ways, could scarcely fail to intro- 
duce the freedom of disorder among other points 
now ruled here by uniformity of practice. The 
unpleaisant effect experienced through unsettled 
customs in two qr three cases, should make us 
tenacious of a principle on which, till the players 
in England were thus sounded, there has been 
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* Tr^atUe by J. ^• Sarr^t, Law§ of Cf^ss; loh i. p. 5. 
+ Ibid* Preface^ p« xiy. 

no 
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HO disagreement. With regard io Cunningham* s 
Gambit^ its validity and fineness of design ap- 
pear to be vindicated *, without supporting it 
hy any innovation Oii the established manner 
of castling. Wherever derived^ this manner 
equally common toEngland^ France^ and Holland^ 
is planned with p!\ilosophic intention :«--while 
on the right and left, it prescribes a different 
position to excite interest;, each position is locally 
fixed, to proijent a definite object for contrivance 
in attack^ without which the assailant cannot 
begin on principle, nor proceed with the security 
of science Arbitrary alternatives, if resources 
for defence, tend to produce unsteady experi- 
ments in the manner of approach, and to destroy 
the slender foundations laid for system : On the 
other hand, if arbitrary alternatives can be made 
subservient to attack, they are likely to give 
the first player an uncounterpoised advantage; 
and no form of opening the game ought to be 
irresistible by equal play. 



* Analysis^ -vol. ii. pp. IJy 19, and reference thence. 
By '^ validity", I mean th^t the antagonist has not, from be- 
ginning to end, a move in his power by which he can win: 
but if the third move (yirtually but a prelude to the fourth 
of the defence) were altered, which distinguishes it fromotl^er 
Gambits^ I suppose he cpnld maintain an equal game. 

aa4 Limitations 



9q0 appendix. 

Limitations against castling in check, ok 
crossing the range of an adverse piece; 

Oa an analogy drawn from the use of for« 
tresses in yinx, an objection may be framed to 
these limitations in Sect. XII. — hut the game 
of Chess is like the game of Chess, and like 
nothing dse. These .restrictions accord suf-» 
ficiently with fundamental principles, and in- 
crease the occasions for provision and vigilance. 

Stale-mate^ the reverse of Check-m ate. 
Sect. XVI. declares^ that in England, he whose 
king is stale-mate^ wins the game; but in 
France^ and several other countries, the stale- 
mate is a drawn game. Reasons for preferring 
the Institute of the English school, may be seen 

in vol. i. Introduction, p. 32, and. Ibid, p. 66, 

. . ' ■ . « ■ » ■ ■ ... ' • . 

note. 
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Farther to illustrate the subject^ A Campari-^ 
tive Table of Names and Terms, is annexed ; witib 
an Account of the earlj date ascribed to ChesSj 
and Notices of games played by the Greeks and 
Romans which have been mistaken for it 
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ERA OP THE SANSCRIT GAME. 

The ancient Hindoo game of Cbess^ an in- 
genious but imperfect work of inyentioni is 
•tated in the Purans, ancient authorities among 
the Brahmin&, to have originated about the end 
of what is termed^ in their chronology^ the 
second age of the world. The wife of Ravan*, 
king of Lanca^ (i. e. Ceylon,) devised it, to 
amuse him with an image of [fieldj war, while 
his netropolki was closely besieged by RABfA. 
I incline to think, observes Sir William Jones^ 
in his Chronology of the Hindoosf, that the 
latter is the same with Rama, the son of Cvsh, 
who might have established the first regular 

# 

government in this part of Asia. The date 
assignable to bi^ reign, under this hypothe&is, 
falls about 2021) years before the Christian era. 



^' The lugh degpee of polish which prevailed in the court 
of Ravaii at tlii^s early period, is well worthy notice* In a 
ropy, wliich 1 possess, of an ancient Hindoo painting, his 
capital apjK'ars to be regularly fortified in the antique style, 
with projecting round towers and battlements; and he is 
said to have defended it with singular ability: hence lie and 
Eis people were called magicians and giants, llavan appears* 
to have bee^ the Archimedes af Lanca. C'apt. Hiram 
Cox. 

■i troyks, vol. i. p. '26 1, 
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The ChinIbse MS. accountfi rfepresefnt %Iit 
iaventdr to hzye been ' Hemsiog^ a Chipesd^ 
numdarinj eipineat in ifaeir history as a general: 
but Capt. Gox'^ remarks, that they in?alidatift 
tlie elaiiii of origtnaUty, by fixing the date of 
|fie incident' only 174 years before the Chri^tiaii 
6ffa; ittdepeiu^t. of ^^hich, the agency of 
rocket-tboys or artillery-men oh the board; 
19. an evidence against it. But he expresses hit 
readiness to believey that Hemsing first introdue^ 
«d it into China^ \vith modifications suited to th6 
geniasand manners of the people. 

The Captain consideris the Burmha game; 
even as a derivation^ to have preceded thu 
Chinese, and to be a very advanced improvement 
on the mncknt Hindoo. The Burmbas ard^ 
ii]Ni>oo8 of the Pali tribe; and draw all tfaei# 
scienee and literature from the common sourcef .> 

The Persian^ which coincides with the 
modim HiKDoo game, exhibits further devia-^ 
tioos from the original ; oneofwhiehi to drains 
up the pieces and pawns in compact, entir<5 
ranks, is the incontestable dictate of judge- 
ment. Other alterations^ not adopted ^ in the 
European: gam^, appear to be the eflfect of 
capfice;!:. . . 



■ ' t • m ■ ■ I III I I I—— i»Mn 



♦ Asiaiick Researches y toI. vii. p. 485.* + Ibid, p. 496* 
tJbid, p* 407, 
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All the Asiatic tables are subdivided into 
«ixty-four squares, but not chequered*. 

The Hon. Daioes Barriogton supposes Chess 
to have been iotroduced into Europe, in the 
twelfth century, when Anna Comnena flourish- 
ed; at vi^hich time it was rather commonlj 
played at Constantinople. It seems to have 
been known, first, to the Italians, through the 
accidents of vicinity to Constantinople, and an 
early trade with the Eastern parts of the Me- 
diterranean. From Boccace, who lived in the 
14th century, we find that it had then become 
a usual amusement at Florence* Spain and 
France might derive it from Italy. The Hon. 
inquirer considers it most probable, that Chess 
was introduced into England, in that part of 
the 13th century, which followed the return 
of Edward the First from the Holy Land, 
where be had remained so long, attended by so 
many English subjects. Twenty-six Englisb 
families have emblazoned Chess-boards and 
Chess-rooks on their armsf . The MS. of Ro- 
bert of Gloucester's Chronicle, in the Herald's 
College, has this line : 

<^ As t^key pleide at Chesse, stryf thejr gonne arere," 

which, at least, proves that it had been introduc-r 
ed before the date of the MS. 

* Aiiaiick Researches^ yoI. tU. p. 499. 
+ Archccologia, Lond. 9th vol, p. 25. 
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OF A Gtt£EK AND ROMAN tiAME^ 

Which had been mistaken for Chess. 
The first principal citation from which it 
has been inferred, that Chess was known to the 
Greeks, is a line in the first book of the Odyssejf, 
representing Penelope's suitors to amuse them- 
selves before the gates of Ulysses* palace, by 
playing at some game [wsrVeta] with pebbles 
£we<r<TOif]: biit what the game was we arie not 
informed by Homer. Athenaeus, in his first 
book, gives us from Cteson, a native of Ithaca^ 
a particular 'account Y)f the method of playing 
the game Petteia by Penelope's suitors, which 
difi'ers materially from Chess, as the pieces 
were in number 108, instead of 32. The prin- 
cipal piece, moreover, named Penelope, was 
placed in the vacant space between the two sets ; 
whilst EACH PLAYER endcavoured to strike Pe- 
nelope twice. The invention has been com- 
monly attributed to Palamedes pending the 
siege of Troy; for which the chief authority 
is a line from Sophocles: — But from this 
nothing more can be inferred, than that he in^ 
vented some game which was played with 
pebbles "•*. 

* ArchcBologiu, Load. 9th vol. p. 19. 

The 
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The Hon. critic then examines such Latin 
liuthorities as had been principally relied ovu 
The game called v^rl&m' ia Greeks was by the 
Romans named Calctdi, or Latruncidi. Ovid 

[^m. L iii, 357 -366.] describes it miber 

particularly^ yet not distinctly enough to enable 
the most intelligent reader thoroughly to com- 
prehend how it was played : negatively^ how-^ 
ever^ a person acquainted with the moves at 
Chess could not read it attentively^ and consider 
it to be Chess. The first line : 

Unns cuin gemii&o discolor hoste perit} 

which makes il necessary for " two pieces to 
be employed in taking one/* is not applicable 
lo Chess *. 

"By the fifth line^ 

Reticnloque pilae Ixies fubdanttti' a{teito ti 



^Tbe effect of the epithet discolor seem^ strongly to 
assimilate it to the Penelope of the Greieks : <^ One bearing 
'^^ separate ensigns falls bj a double eniemy.^' The Writer 
of the Appendix is responsible ibr this aiid ihe following 
liotes. 

+ Literally^ <^^ "the smbbth bails ails scattered from the 
" open scifp of nfetwork/^ • 

it 
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it slioold seein^ that all the pieces ivere UDifoi*m/ 
and 'that tbey were thrown a^ dice from a box*u 
According to the serenth and ieighth lines, 
<be squares or divisions were but 12; at least, 
bo I understand scripitda. 

Est genus in totidem tenui rati one reductum 
Scriptula^ quot menses lubricus annus habetf • 

And lastly; by the ninth line, 

Parva tabella capit ternos utrinque lapillos^ 

■ 

tiie. number of pieces or pebbles were only Q\. 

The 



^ The mixture of hazard, were it not for other features 
repugnant to every known variety of Chess, would not 
exclude the game Latrunculi from being considered as one. 
The early Hindoo game Chaturaji is played by four persons 
witll long dice to determine what class of piece shall move ; 
whtin a ^inqfie is thrown, the king, or pawn, must move; 
a quatre the elephant ; a trois, the horse ; a deux, the boat* 
" This," observes Sir Wm, Jones, ^' excludes it from the 
^' rank which has been assigned to Chess among the 
<^ 8cieiic«s/' The Burmhes^ raised it to the first place, 
by rejectiffg chance. 

f That a board containing but twelve squares could afford 
any interest is inconceivable ; the meaning may lie under a 
difiprent construction : '' There is a class restrained, by a 
fine rule, to twelve points of the table.'' 

X The description would be less perplexed, if we might 
understand-neither that the gems or pebbles were not the 

foi.. li. . B B only 
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The next authority is contained in a poem 
sometimes ascribed to Lucan, but not known to 
be written^ bj any ancient. The passage con- 
veys a general picture of a contest^ in whicTi 
force and stratagem, combined attacks and 
feigned retreats^ are alternately employed. The 
preceding citations^ from undoubted classics, 
contain nothing so analogous to Chess^ as a war, 
of positions. Yet not one specific feature of 
identity is marked, as in Yida's and Sir Wil* 
liam Jones's poems every principal feature is 
circumstantially drawn. It seems impossible, 
that a person introducing numerous particu- 
larities of description^ if he intended Chess, 
should neither speak of a distinction between 
the pieces^ and their modes of moving, nor no* 
tice the principal object — to invest the adverse 
king, so as to deprive him of retreat. The last 
line makes the decision of the game to depend 
on the comparative number of pieces taken. 



only pieces employed ; or that^ instead of three only on a 
tide, they stood in ranks or columns three by three* 



posj- 
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LIMITATION OF QtJEfiNiNG A FAWN. 

The scientific Work of Giambatista Lolli, en* 
titled Osstrvazioni teoriahpratiche sopra il Giuoco 
dcgli Scacchi^ publbhed at Bolqgna 1163^ contains 
the following article, under the head of Laws, p. 8^ 
and references thence. " The pawn, arrived at the 
^f last house» is invested with the rank of some piece 
^^ which has been lost, at the player^s option, as his 
^* advantage may be most promoted. Thus, wheti 
^^ it were better transformed into a knight than a 
<<^ queen, we do not admit the necessity assumed by 
** SILVIO, in the sixth Pc^rty of his third book, that 
** whatever pawn reaches the house of an enemy's 
'^ piece must be denominated a queen. On the contrary, 
^f while the first queen remains in the field, we bold, 
^' in opposition to isome few writers, that it were 
*^ inbongraous to introduce* anotbei". This irr^gu- 
^^ larify occursin Chap. 10. and 11. of the .first t>pok 
^^ of thd Galabrese^ Here it »may be Remanded: 
'V'What is to govern hkn^ who haa conducted a pawn 
^^ to the eighth square, before he has lost any piece ? 
^^ Weiauswer, that he must keepU there, with its 
*^ quality suspended, until that moye which shall de- 

B 9 2 " volve 
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*^ volve to him immediately after the loss of a piece:«« 
^^ With this explanation, that if he lose a bishop 
^^ running ^hite, it cannot be represented by a pawn, 
^^ which terminates its career on a black square; nor 
^^ vice versa; in order to ejceludo the absurdity of 
>' two bishops on the same suite of diagonals; for 
^^ in such case, the rank of the pawn must continue 
<' susjjf^eUt^Il?jioth,er pie^ebflp?^." _. ^ 

LoLLi may be considered to speak the sense of 
(he Anonymous Modenese, as well as of himself. 
as their concurrence on elementary points is regis- 
tered in the Work cited. These are strong authorities^ 
in harmony with Philid'ob, against supemumarary 
queens ;, and as far as their provisions against two ex- 
treme cases plated in the Appendix, p. 348, differ from 
the propositions of the Editor of PhiliboIRj they 
come recommended by total exemption from innova- 
tion : but is the suspenditure of the pawii, on the last 
rank^ equitable toward tlie player interested? 

DATE OF THE INTRODUCTION OF CHE^S INTO 

ENGLAND. 

The Un^ quoted ia p. 366^ of itself, is mA etidence 
that Chess was known in England any coo^idembk 
iime^ befdre the date of the M& in the CoUege of Jkiins ; 
because the word ^^ Cfc«sse'- ». not read in ^e more 
ancient MSS. of Robert of GloooesterV Chnmicle. 
This Ms. was finished in tkie S6tfa year of Hen. 71. 
A. D. 144S. The age of th^ Author, aocoiding to 
indications^ m the history, coincides with part of the 
Teigos of Hen, III, and £dw. h fion A. B; 19Q6 to 

1878. 
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1S78. In another part of the Chronicle^ the early 
copies agree in having the word ^^ Chekere :" 

Some wyjr lance, some wy]? suerd, wyf oute yylenye, 
Wy]^ pleyynge at tables, o];er atte chekere. 

The Hon. Daines Harrington appears to have as« 
signed the era of the introduction of Chess into Eng- 
land, as nearly as it can be traced. 



END OF THE SECOND VOLUME. 
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